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KING'S QUEST IV ARRIVES! 



IN THIS ISSUE 




by Jerry Albright 



\Jci ready for the most spectacular 
King's Quest ever, three times larger than 
any previous Sierra adventure, as King's 
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Quest IV has arrived for MS-DOS based 
computers. King's Quest IV sets a 
landmark in computer gaming with a new 
development system that transcends exist- 
ing standards of computer graphics, sound 
and animation. 

Powerfully dramatic. King's Quest IV 
evokes emotion like no other computer 
game with unique combinations of lifelike 
animated personalities, beautiful 
landscapes, and soul-stirring music. Sier- 
ra has recreated the universe of King's 
Quest to build a world that one moment 
will pull at your heartstrings, the next mo- 
ment place terror in your heart. 

Uniting the best programmers, artists, 

and musicians in the industry, Sierra has 

refined its legendary 3-D animation system 

to create a constantly evolving universe 

See King ' s Quest page 7 




An Interview with 
Sierra's Roberta 
Williaim! 



.See Page IS 



Gold Rush!-A Look at 
Sierra's New Wild 
West Adventure! 



_ See Page 2 



Meet the Murry's-the 
Designers Behind 
Manhunter: New York 



.See Page S 



TKe OfTicial Book of 
King's Quest"A Urst 
Look! 



^See Page 7 



Manhunter: New 
York--Contemporary 
Chills and Thrills! 



_ See Page 8 



Gold Rush!--Sierra's 3-D Animated 
Historical Simulation 




hy Jerry Albright 

As Sierra makes its home here in the 
gold country of California, intensive re- 
search and hard work went in to making 
Gold Rush! as exciting and historically ac- 
curate as the actual events of that era. 

Gold Rush! recreates the gold rush of 
1 849, immersing players into the trials and 
tribulations of American pioneers that 
crossed the continental United States in 
search of wealth and fortune. 

Players take on the role of an east coast 
gentleman in the early 1950*s, a time when 
the west was wild and life was tough on the 
new frontier. Many trials await the young 
pioneer, from abandoning their comfort- 
able life in the city to choosing the safest 
(and quickest) route to take them to the 
gold country. 



"Gold Rush! is designed as an entertain- 
ment product. However, in the process of 
playing the game, you can't help but get a 
history lesson," states Ken MacNeill, co- 
designer of Gold Rush! . 

In fact. Gold Rush! may be the most en- 
joyable way to get a history lesson ever as 
you experience the California gold rush 
firsthand. Researched for authenticity. 
Gold Rush! is a simulation that allows you 
to make all the critical decisions, including 
the best routes to follow, equipment to take, 
claims to stake, and much more. Battle the 
weather, geography and fate as you take on 
the chance to relive one of America's most 
exciting eras. 

One of Sierra *s grandest efforts ever. 
Gold Rush! is a full five disk simulation 
with three completely different voyages to 
the gold country, each with unique 



''Having three different 
ways to play Gold Rush! 
is a natural byproduct of 
the history of that era. J' 









Your journey begins in Brooklyn 
Heights. New York 




Visit exotic places like Rio de Janeiro 




Overhead maps plot your path out west 



obstacles and perils. States MacNeill, 
"Having three different ways to play Gold 
Rush! is a natural byproduct of the history 
of that era, for there were three common 
ways to reach California from the East 
coast. This fascinating feature adds great 
dimension, diversity and added gameplay 
to this adventure," 

As historically accurate as it is fun to 
See Gold Rush! page 6 



The Sierra Newsletter is published quarterly for the dealers and customers of Sierra On-Line, Inc. Copyright 1988 by Sierra On- 
Line, all rights reserved. Reproduction in whole or in part without written permission is strictly forbidden. 



Page! 



Sierra Newsletter 



Heard It In the Hallway {Sierra's Rumor Mill) 



by Johnny Maf^pie 

A very early look at what lies ahead for 
Sierra in 1989/90... 

First the bad news. In 1989, there will 
not be a new King^ Quest, there will be 
no Poliei' Quest III nor a Incisure Suit 
I^arry III Chances are, we won't even see 
another hot new action game from (lame 
Arts of Japan. Rotierta Willianis (desig- 
ner of the King's Quest series j is taking a 
sabbatical from Daventry for a while, and 
Jim Walls (Police Quest) is taking a 10-7 
from his work at the Lytton police station. 

Now for the good news- 
Space Quest III is on schedule for a 
February release, and it promises to be the 
very best Space Quest yet. Originally 
scheduled for release in 19H8, the project 
was held back by the Two (iuys from 
Andnimeda so they could use Sierra's new 
SCI technology (see article on page 5) to 
get the job done. 

According to Scott Murphy "...We 
wanted to do a hot soundtrack for the game 
(they've enlisted help from Supertramp 
recording star Bob Seibenberg to do the 
music) and dazzling special effects are ex- 
pected from space games. We needed the 
new graphics resolution (of SCI] to design 
the dogfights in the game. We wanted to be 
competitive with Steven Speilberg and we 
couldn't do it unless we improved our 
graphics resolution.." 

Look for Two Guys Scott Murphy and 



The Sierra 
Newsletter 



Ken Willianis 

Publisher 

Jerry Albright 

lull tot 

Greg Steffen 

Assoi kite Editor 

Writers: 

ferry Albright, Kirk Green, John Williams 
Ken Williams 



Mark Crowe to make a cameo role in their 
own game!... 

Speaking of Mark Crowe, Mark just 
fmishcd work in a self-proclaimed "B- 
Grade Horror Movie" called Night Drop. 
He's now starting work on a horror adven- 
ture game. Mark isn't saying much about 
the project, but "expect it to be a whole lot 
scarier than Uninvited was...." Don't ex- 
pect it in 1 989 though, it's slated for a 
January 1990 release!... 

Looking ahead a little less farther, we see 
Sierra's first true fantasy role-playing game 



since Ultima. New Hero's Quest (work 
ing title) promises to be what 3-D 
Animated Adventure was to Interactive 
Fiction. Hero's Quest is being designed by 
accomplished dungeonmaster Lori Ann 
Cole. Expect it to have the luuk uf the Sici - 
ra family of games. Mark Crowe s brother, 
Jeff, is designing the graphics for the game. 
Expect to see FRP Games as you've never 
seen them before!... 

Also l(X)k for a new sequel to the shock- 
ing Manhunter series in 1 989. Sierra's hot 
new sci-fi series moves from New Yoilc to 

Se e Rumor Mill page 19 



Sierra Ships New Titles for HGS 



Apple IIGS owners can look forward to 
loads of exciting new titles to add to their 
software library! 

Shipping now are King's Quest 11, 
King's Quest III, Space Quest H. and Man- 
hunter: New York, four of Sienra's hit 3-D 
Animated Adventure games. 

King's Quest II is the historical second 
chapter in the epic King's Quest series. 
Apple IIGS owners can join the ranks of 
King's Quest fans worldwide as they be- 
come the daring King Graham on a heroic 
adventure in the land of Daventry. 

King's Quest II features the digitized 
(and horrifying) screeching of bats, creak- 
ing d(K>rs, and the terrifying scream of 
Dracuta, just to mention a few. 

Original music has been updated and 
improved to take advantage of the Apple 
IIGS special sound features. In fact, 
several of the songs were rewritten and new 
songs added, such as the robot's theme. 

The third installment in the series. 
King's Quest III is the bestselling game in 
Sierra's nine year history. An intermediate 
to advanced level challenge. King's Quest 
III allows you to play the role of Gwydion, 
a young tad enslaved by the evil wizard 
Mannanan. 

King's Quest III for the Apple IIGS in- 
cludes many new digitized sound effects 
and songs specially created for this en- 
hanced version. 



Space Quest II is the latest in Sierra's 
line of 3-D Animated Adventures. Join 
sanitation engineer turned space hero 
Roger Wilco as you face the evil scientist 
Sludge Vohaul and his monkey-suited min- 
ions. 

The graphics in the Apple IIGS version 
are as sharp and defined as anything Sier- 
ra has ever done. As for sound effects, they 
are phenomenal! Listen to Vohaul's life 
support system, as digital sound effects 
give you the full chilling sound of his evil 
heartbeat. Listen to the whoosh of air- 
locks, the blast of laser guns and Roger 
Wilco being zapped electrically, all in 
super stereo sound! 

Manhunter: New York is Sierra's latest 
and greatest game ever for the IIGS, en- 
compassing 4 3 1/2" disks! With loads of 
new sound effects and eerie music. Sierra 
gamers will be thrilled to hear digitized 
alien voices, the popping sound of squished 
heads, and the pounding sound of fists on 
flesh as they tackle Sierra's most gruesome 
game ever. Gunshots, explosions, and shat- 
tering glass add to the chills as you work 
the streets of New York as a "private eye" 
for a hostile race of alien invaders. 

Also, look for more great IIGS titles to 
arrive soon, as Sierra's team of game desig- 
ners are currently working on IIGS ver- 
sions of Goldrush!, King's Quest IV and 
Silpheed to be shipped in the upcoming 
months. You can count on Sierra to team up 
with the Apple IIGS for great game 
software. 
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by Ken Williams 

On June 4, 1988, at the Consumer 
Electronics Show in Chicago, Illinois, 
Sierra On-lJne made some rather unusual 
announcements to the press. 

The first announcement was the signing 
of Hollywood composer William (Bill) 
Goldstein, known for his work on the 
television series Fame, Jo\ichslone\ Hello 
Again, and other film and music projects. 

I still remember the call to Bill 
Goldstein's agent, Stan Mi lander (who also 
handles many of Hollywo(xl's other hot 
talents), in which I explained what I was 
l(X)king for. It went something like this: 
"Hello, Stan. This is Ken Williams from 
Sierra On-Line. I'm looking for a top com- 
poser to do the score for an interactive 
movie (interactive movie was the best 
description 1 could think to give our 
product)." 

I was desperately hoping that Stan had 
an open mind. Much of the world still 
believes that Pacman and Space Invaders 
represent the state-of-the-art in computer 
gaming. What serious composer would 
want to do music for toys? Most of the big 
name composers are represented by one of 
a small number of agents. Stan was my last 
hope, since none of the other agents look 
me seriously enough to return my calls. I 
explained to Stan the kind of product Sier- 
ra strives to create and that we actually 
view our products as interactive movies. 
We allow the player to assume the identity 
of a character in our "film" and experience 
life as a space-aged swashbuckler, 
policeman, heroic prince or princess, and 
even a 4()-year-old nerd. Our games tell a 
story which has a definite beginning, mid- 



dle and end, complete with good guys and 
bad guys. 

Then I explained to Stan that I was look- 
ing for a composer who understood the 
new, evolving electronic music; one who 
considered himself/herself to be on the cut- 
ting edge of this new technology; one who 
would be excited at the prospect of explor- 
ing new frontiers. 

After patiently listening to my 20- 
minute monologue, Stan replied that yes, 
he did have such a person. However, I 
would have to convince this person that 
computer games deserved great music. He 
added, "By the way, do you realize that 
good things don't come cheap?" Once 
again, I explained to him how we were 
making history. 

All of this resulted in my first meeting 
with Bill Goldstein, composer extraor- 
dinaire, which we held in Oakhurst, 
California. After repeating my 2()-minute 
monologue on how I believe computer- 
based entertainment will some day replace 
movies, TV. books, records, etc.. Bill posed 
the most important question yet to be 
asked. 'What does a computer sound like?" 

The IBM PC was never meant for 
music. It doesn't have a speaker; it has a 
buzzer. I 'm convinced that it was designed 
with one purpose in mind, to "beep". 

Among the limitations of the PC buzz- 
er is the fact that there is no volume con- 
trol. One of the things that makes a piano 
sound interesting is that the first part of a 
note is louder than the last part. Also, on a 
piano you can press more than one key at 
a time. Not so with the PC buz/^er-all it 
can do is make one note at a time, which 
has no attack or decay. It sounds like a 
"stuck" flute. The Tandy HKK) is slightly 
better with three simultaneous notes, hut 
there's still no way to make them sound 
like musical instruments. Even the highly 
touted Amiga is limited to four simul- 
taneous notes-only two if you want stereo. 

After listening to various types of PC's 
at our headquarters. Bill told me in all 

C<mtinued an pa^e 9 



Three More 
Sierra Games 
Go for the Gold! 

Very few software products arc good 
enough to command sales of 1 ()(),(XK) umt.s, 
and only the very best lilies earn the 
covetted SPA Gold Medal from the 
Software Publishers Association. The SPA 
actually does an audit of company sales 
figures to verify sales levels of besiselling 
titles, so it isn't a small achievement when 
one is awarded. 

With this in mind. Sierra is proud to an- 
nounce that it has been awarded not one - 
but three - SPA Gold Medals since our last 
newsletter in May. Titles awarded gold 
medals include: King's Quest III (Roberta 
Williams), Space Quest (Scott Murphy and 
Mark Crowe) and Thexder (Game Arts of 
Japan). 

According to Sierra Marketing Director 
John Williams, the achievement of these 
awards is a special thrill for the company. 
"Each of the titles awarded the Gold Award 
continues to be a top seller," said Williams. 
Williams was especially happy about the 
success of Thexder, Sierra's first arcade 
title since 1985. "We were pleased to see 
that Sierra customers still love a good ar- 
cade challenge. Thexder went over well 
here in America - it wasour bestselling title 
la.st Christmas." 

Sierra now holds eight SPA Gold 
Medals, and is preparing to receive its first 
Platinum Medal (for sales in excess of 
25(),(XK) units) sometime before the next 

newsletter. 



Sierra's Top 5 Bestsellers 

1. King's Quest IV 

2. Police Quest 

3. King's Quest III 

4. Space Quest II 

5. Leisure Suit Larry 
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King's Quest IV-- A 
Technological Wonder 



hy Jerry Albright 



K 



I ow many times have you booted up a 
game on your MS-DOS computer to hear 
a full stereo musical soundtrack bursting 
forth? The future of Sierra gaming 
promises that and much more as the most 
sophisticated computer adventure of all 
time gets ready to ship for your home com- 
puter. 

Beginning with King's Quest IV, Sierra 
introduces a new line of technologically 
superior interactive movies, complete with 
stereo soundtracks, fully animated cartcKin 
sequences and double the graphics resolu- 
tion of previous Sierra adventures. 

King's Quest IV is not only Sierra's 
most anticipated adventure to dale, but also 
its most exciting, with more technological 
advancements and features than any pre- 
vious adventure game from Sierra. With 
over 3 million dollars in underlying tech- 
nology. Sierra's 3-D Animated Adventure 
game system has earned raves around the 
world from both customers and software 
critics. King's Quest IV prepares its 



proprietary system for the 199()'s with over 
$4()(),{KX) in technological improvements 
over its predecessors. 

With over 1 1 man years in development 
and a team of over 13 programmers, 
developers and artists. King's Quest IV of- 



Qucst IV by William Gold.stcin. known for 
his previous work on the IV senes Fame, 
the Touchstone Pictures film Hello Again, 
and the record album Switched-On Clas- 
sics. This origmal soundtrack gives 
Sierra's interactive computer software a 




King's Quest / (AGi} 



fers double the graphics resolution of our 
current adventure game line, interactivity 
that surpasses previous adventures, and a 
full 32-voice music capability that will 
simply astound you. 

Forty minutes of original music have 
been composed especially for King's 



King's Quest fV(SCh 



truly cinematic sound quality with its sup- 
port of IBM's eight-voice music card, the 
AdLib Music Synthesizer Card, and the 
Roland MT-32 music card (featuring a 32- 
voice synthesizer). 

See Te( hnology page 9 



The Men Behind the Mysterious Manhunter:New York 



h\ hrr, AlhrH.h, 




Dave, Dee Dee and Barry Murry 
Sierra: How did you get your start? 

Murry s: We started out in the Pac Man 
days around 1 980. We were working on the 
Heathkit computer doing arcade games. 
We did that for about a year or two. and 
then decided that was t(X) much work. We 
basically were responsible for packaging, 
the entire business end of the product, in 



addition to the programming and every- 
thing else. That was too much. So then we 
decided to work on the IBM. which led us 
to Sierra. We approached them with the 
idea for Championship Boxing and that be- 
came our first IBM game. 

Sierra: How do you get your game 
ideas? 

Murry 's: Well, we've always had a head 
full of ideas, different kinds of projects we 
have wanted to do. We basically started 
working through the different game ideas 
we enjoyed, beginning with sports simula- 
tion, then on to war strategy, and now here 
we are with adventure games, the first one 
being Manhunter. 

Sierra: What inspired Manhunter? 

We wanted to design a horror game, so 
we played with that idea for awhile. But it 



didn't quite click, so we came up with a 
science ficton game, and worked on that 
for awhile, but that didn't quite work out 
either. Finally, after about six months we 
came up with the Manhunter concept, and 
we liked it because it has elements of both 
horror and science fiction, and it also has a 
good dose of humor to balance out the hor- 
ror. We also like the fact that the aliens 
haven't taken over the world yet and it 
takes place in the near future which gave 
us great freedom to include a wide variety 
of surprise elements into the game. 

Sierra: What is a Manhunter? 

Murry 's: It's this guy's first day on the 
job, so he's basically like you or me. kind 
of in the dark. It's all new to him. He's just 
a part of the crowd like anyone else... until 

See Murry ' s page H 
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Smart Money Enhanced for the Apple IIGS (iow rush: 



Sierra's complete personal finance 
product has been adapted to the Apple 
IIGS. According to Ken Williams. "In con- 
verting Smart Money to the Apple IIGS we 
wanted to fully utilize the power of that 
machine. We didn't convert our Apple 2E 
version but instead completely redesigned 
the product around the mouse-oriented, 
dialog box, pull-down menu graphical in- 
terface of the 2GS. This is by far the easiest 
to use version of Smart Money and will be- 
come the template for our Macintosh and 
Windows versions". 

Smart Money is an easy and and effi- 
cient way to manage all personal finances, 
from simple household budgets to compli- 
cated investment analyses. 

Smart Money is designed with the 
power and performance inherent in busi- 
ness accounting products, but tailored for 
personal use. Not only does it handle 
monthly bill paying (like most personal 
financial software packages), but Smart 
Money is equipped to easily manage the 
really difficult tasks, like computing loan 
payments and long term investment 
strategies. 



Smart Money is a wise investment for 
those whose finances have outgrown 
simple paper and pencil accounting. 




<S*SIERRA 

Smart Money IIGS will be available in 
November, 1988 with a suggested retail 
price of S69.95. Upgrades are available for 
current Apple Ile/IIc Smart Money users 
for $15. 

Send upgrade requests to: 

Smart Money Apple Upgrade 
Sierra On-Line, Inc. 
RO.Box 485 
Coarsegold,CA 93614 



continued from pai^e 2 
play. Gold Rush! is high adventure that will 
enrich your understanding of the rugged 
life on the American frontier. "While 
recreating the world of 1848-49. the two 
things in particular I enjoyed were reading 
diaries of real 49crs, and making rrips lu 
places like Sacramento, Sutler's Fort, 
Coloma and other towns in the California 
gold country. I think that after playing 
Gold Rush! you will appreciate those ex- 
periences too," said Doug MacNeill, the 
other half of the Gold Rush! design team. 

Once the player gets to California, a 
whole new world of adventure begins. "A 
great variety of puz/lcs are to be found in 
California, " states Doug, "that really inten- 
sify the gold rush experience. But the 
greatest, and most exciting challenge of all 
lies in the search for an elusive fortune in 
gold hidden somewhere in the vast frontier 
of California." 

There's a mother lode of gold waiting for 
some lucky adventurer, so head out west 
with Gold Rush! Great for home or schcMil. 
this is one adventure that puts old and 
young alike into the shoes of our forefathers. 



Get Blown Amy By Sierra's New 
Stereo Entertainment Software! 



rhe same full stereo sounds you enjoy on 
your home stereo and television set are now 
available for your personal computer! 
Sierra games now feature full stereo 
soundtracks as composed by popular recording 
artists, including Hollywood composer 
William Goldstein and R(x:k 'n Roll musician 
Bob Siebenberg of Supertramp. Each Sierra 
game supports a variety of sound cards 
with a broad range o{ features and 
prices. 



game soundtracks as performed on an IBM 
computer with the Roland MT-32 Sound M(xlule 
and the Ad Lib Music Synthesizer Card. Compare 
for yourself the different sounds and decide which 
music prcxiuct is right for you. 



^Roland 



Listen to the music potential of your 
personal computer by ordering 
Sierra's FREE Music Demonstra 
tion cassette. Included on the 
cassette are samples of Sierra 
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Call Sierra 
today! 
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Compute! Book Tells the Complete 
Story of King^s Quest Series 



COMPUTE! Books, a b(K)k publishing 
division of entertainment conglomerate 
ABC, has just put the fmishing wraps on 
"The Official Book of King's Quest" a 
revealing and authoratative volume on the 
beslselling series of 3-D Animated Adven- 
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The Official Book of Kind's Quest 
ture Games. 

According to Steve Levy, editor at 
COMPUTE!, "The Official Book of King's 
Quest" offers an in-depth look at the 
popular game, its makers, and the secrets 
behinditsdesign.lt will contain many clues 
to puzzles in each of the Kings Quest 
games, and reveal never-bcfore design 
secrets on how the graphics and animation 
of the game were developed. 

Among the most interesting sections of 
"The Official Book of King's Quest" ex- 
plains how users can get at the top secret 
"Author's Tools" that Sierra employees 



have long used to move around at will in 
each of the Sierra adventure games. By ac- 
cessing these tools, the reader will have 
powers in Sierra adventures that are nearly 
invincible. 

Another popular section will likely be 
the detailed "pre-release" look at King's 
Quest IV. Besides offering the first inside 
look at the new game technology of Sierra's 
SCI Development System, the book will be 
the first on the market to offer game hints 
on King's Quest IV. Sierra's King's Quest 
IV Hint Book, which will be held from the 
public until the completion of the "Master 
Adventurers Contest", is not scheduled for 
release until after Christmas. 

According to author Donald B, Trivelte, 
"The Official Book of King's Quest" is the 
end result of over four years of writing 
about the King's Quest series. "From the 
first time I wrote about King's Quest in 
1984 (Don was the editor of the IBM sec- 
tion of COMPUTE! Magazine) I have 
received a steady stream of letters about the 
product. "The Official B(X)k of King's 
Quest" highlights all the things I really like 
about the King's Quest games, from both a 
storytelling and a programming 
standpoint." 

"The Official Book of King's Quest" is 
now available at most major b(X)kstores 
and better computer and software stores. 
You can also order the b<K>k directly from 
Sierra by using the order form on page 30 
of this newsletter. 



Sierra Completes Conversion of Color Macintosh Games 



Macintosh II owners can now enjoy 
playing Sierra games that were meant to be 
seen-in living color. Sierra has now com- 
pleted color conversions of all current Sier- 
ra 3-D Animated Adventure Games on the 
Macintosh II. Vlacintosh II owners will 
now have the opportunity to choose be- 
tween black and white or color when play- 
ing Sierra adventure uamcs 

Sierra's plans include support of color 
on all future 3-D Animated Adventure 
Gaines for the Macintosh II All versions 
will be shq>ped in one package that will 



also support the Macintosh 5 1 2, Macintosh 
Plus and Macintosh SI- computers. 

Current Sierra programs to support the 
Macintosh II in color include the King's 
Quest series, the Space Quest series, Police 
Quest, Mixed-up Mother Goose and 
Leisure Suit Larry in the Land of the 
Lounge Lizards. Macintosh II owners can 
upgrade their black and white copies of 
Sierra On-Line 3-D Animated Adventures 
to color by calling Sierra On-Line 's Cus- 
tomer Support Divison at (2(W) r)8.V6X.*^H. 



King's Quest 

continued from paf^e / 
where landscapes change from day to 
night, characters roam freely, and dramatic 
music interludes tantalize your emotions in 
a complicated tale of faith and mifitrur.t. 
The quest licgiris with a full-length canoon 
(approx. 10 minutes playing time) and 
proceeds to plunge you mto a fantasy 
world of mystery, intrigue and enough plot 
twists to confound even the most dedicated 
adventurer. 

Embark upon a perilous journey into 
the darkest comers of the King's Quest 
universe. Find yourself in the midst of not 
one, but many different obstacles as you 
plot a course that will save the royal fami- 
ly from a tragic destiny. With a surprise in- 
tr(xluction and an equally unexpected con- 
clusion, plot twists abound as you strive to 
uncover the mysteries of a strange land, 
overcome its hostile inhabitants, and 
reveal the secrets that lie therein. 

King's Quest fans and newcomers to 
animated adventures will meet and interact 
with creatures of fantasy, folklore and 
science fiction. They will explore 
hundreds of kxations, acquire invaluable 
objects, and discover secret and scary 
places. Travel the land after dark, and dis- 
cover areas which remain hidden during 
daylight hours. But travel swiftly, as time 
is of the essence, and each moment brings 
your family ever closer to ruin. 



Successful Word Search 
Winners Announced 

Congratulations to the 1 3 winners of the Mixed- 
Up Mother G<k>sc Puz/Je in the Spring Newsletter. 
(Indeed, Mother G(H)sc was a little mixed-up, as our 
readers pointed out three mistakes in the puzzle. We 
apologize, and again congratulate all of the 
observant contestant.s out there!) A special pat on 
the back goes out to our three bonus word finders 
who found the hidden word **prctty maids." Each 
one of the following bonus word finders will receive 
the three Sierra games of their choice: 
L.arry E. Huber, Stockton, CA 
Wesley Woodland, Murray, UT 
Connie Tcssicr, Manchester, NH 
The other 10 winners arc as follows: 

Louis .Meineckc. Valparaiso, IND 

.Mclc Ortiz. Chicago, ILL 

Andre Gregg, Grand Prarie, TX 

Norma Caplan, Dayton, OH 

Arlene AnxxJei, Sierraville, CA (nojokcf) 

David DiBartolomeo. Mcrrimac. MA 

Matthew loirie. Fvansion, ILL 

M. Dean Hutchison. Provo, UT 

Judy Johnson. Shorcvicw, MN 

Matthew Jaksa, Kan&as City. KS 
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Manhunter: New York (A Review) 



Reprinted h\ permission oj ( ompuler t.ntertatner 
Copynvht f9fifi Computer Entertainer and Video 
Game update 

Manhunter: New York is a Sierra 3-D 
Animated Adventure Game that's quite 
unlike any the company has ever released 
before. It's also a new and unexpected 
direction for the design team of Dave, 
Barry and Dee Dee Murry, who also 
created "The Ancient Art of War" and The 



not speak to other humans under pain of 
death, and generally devastated the city of 
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Ancient Art ot War at Sea tor Brodcr- 
bund. Manhunter: New York is a first-per- 
son science fiction adventure that takes 
place in New York City in the year 2(M)4, 
shortly after an alien invasion and sub- 
sequent world takeover. The alien Orb Al- 
liance has subjugated all humans, im- 
planted them with tracking devices, 
ordered that they wear brown robes and 

Murry's 

continued from page 5 

the day when the aliens contact him and 

say hey, you're going to be a Manhunter. 

Sierra: You wanted to make the player 
feel he has actually become the main 
character in the game. How did you ac- 
complish that? 

Murry's: We made it the Manhunter's 
first day on the job so that the player would 
feel on par with the character that he/she is 
playing. We also used a first person 
perspective, which allows the player to see 
a situation the way the character would, al- 
though we do switch to third person 
perspective occasionally for effect or to 
clarify what is transpiring around the 
player. 

Sierra: What lies next in the Manhunter 
universe? 

Murry's: When working out the back- 
ground for the Manhunter scenario we 




humor, and used the framework of Sierra's 
now-familiar 3-D Animated Adventure 
system in a whole new way. Views switch 
from first-person pariicipam to third-per- 
son observer, and cinematic techniques 
such as zooms and close-ups add visual in 
terest. The story can be played several 
ways, depending on whether you chcx)se to 
align with the evil aliens or take the risk of 
joining fellow humans in an underground 



New York. To maintain their iron-handed 
dictatorship over humans, the Alliance en 
lists the aid of select humans to become 
Manhunters - detectives who spy on their 
fellow humans, track them with the aid of 
hand-held computers, and report subver 
sive human activities to the Alliance. 

Play the game, and you become one of 
these Manhunters, racing scores of 
unimaginable dangers as you track your 
fellow humans through a representation of 
New York that is familiar yet strangely dif- 
ferent. The designers have crafted a very 
compelling story, filled it with moments of 
both sheer horror and tension-relieving 




nu>v ciiiciii. Keyboard entry is minimal. and 
the sense of really being part of the story is 
heightened by the use of real New York lo- 
cales and overall exeelleni programming. 
We found Manhunter: New York a fas- 
cinating and very sophisticated role-play- 
ing game that is quite out of the ordinary. 



were actually thinking two or three stories 
ahead. We already have a general plotline 
for what would transpire after the events 
of Manhunter. if indeed the story were to 
continue. 

Sierra: Continuing to look forward, 
what do you see in the future for computer 
games? 

Murry's: Right now games are still fair- 
ly narrow compared to what they could 
be. ..they are either sports simulations, 
strategy war games, adventure games, and 
so on. Eventually, with the advancement 
of computer technology, you could have 
an adventure game where the character is 
a pilot, and that would incorporate a com- 
plete night simulator. That pilot may have 
to go to war, at which lime the game could 
incorporate a full-scale war strategy game. 

Sierra: Do you see any of this type of 
game-planning taking place? 



Murry's: Some of that is beginning to 
happen, the combining of different ele- 
ments to create one game. But it will be 
some time before you will see a full-blown 
feature length game that will have all the 
elements of real-life strategy and simula- 
tion at the same time. 

Sierra: What do you consider the ul- 
timate computer game? 

Murry's: Games that add an extension 
to your life. Not everybody can climb a 
Mount Everest or step into the ring against 
a Mike Tyson, ..the ideal is that when 
someone plays a game they actually think 
they are doing what the game sets them out 
to do. With Manhunter and it's follow up 
we hope to incorporate the elements of 
gameplay that will have players believe 
they have just experienced a living 
nightmare, while having a good time, of 
course. 



PageH 



Sierra Newsletter 



Presidenfs Corner 

continued from page 4 
honesty, "Ken, don't waste your money. 
These computers are not capable ot music. " 
Bill spent the aftemcxm explaining the dif- 
ference between a "score" and a "song". 
The purpose of a score is to evoke emotion- 
-not to be hummed. Sometimes the score 
consists only of some chord being held and 
slowly becoming louder in order to create 
a feeling of tenseness. In creating a score, 
the instrument(s) it is composed for can be 
as important as the score itself. 

In essence, having Bill compose for the 
IBM PC would be like killing flies with a 
shot gun. 

But, Bill had an idea. He said, "Ken, I 
do some work with Roland (who makes 
high-end professional music gear) beta 
testing their keyboards. They might be 
willing to make a card for the PC that could 
do great music." 

I didn't know how to explain to Bill that 
one doesn't just pick up the phone and call 
the president of a major company and ask 
for a new computer peripheral so computer 
games can have real music. So, we did ! 

The conversation went something like 
this. "Hello, Tom (Beckman, Presi- 
dent/CEO of Roland Corporation). This is 
Ken and Bill (2()-minute monologue 1". To 
my total ama/ement, this forward thinking, 
business savvy gentleman said the magic 
words, "No problem." 

Last year Roland released a device for 
musicians that would allow their electronic 
keyboards to sound like hundreds of dif- 
ferent instruments, from tubas to cymbals. 
This device, known as the "MT-32," al- 
lowed up to 32 notes to be played simul- 
taneously and up to 8 keyboards to be play- 
ing at the same time. The MT-32 uses a 
new technique to make music called Linear 
Synthesis (no, I don't know how it works). 
I spend a lot of my spare time as a music 
"hacker," and the MT-32 has some of the 
best sound I ' ve ever heard. Better yet, Tom 
believed he could deliver the MT-32 on a 
card to plug into a PC for $550. including 
software to make your own music. 

Well, now I had something. A composer 
and a way to play real music. Some people 
around ihe office scratched their heads and 



asked how many people would be willing 
to spend $550 to "listen" to music from 
their computers. I explained the chicken 
and egg theory. 

When Bill sat down to compose, we dis- 
covered to what extent we were pioneering. 
To compose for a film. Bill works from a 
video tape. It's a bit hard to video tape 
Kind's Quest IV. How do you predict what 
the player is going to do? For instance, 
from a musical viewpoint, being chased by 
an ogre really consists of three pieces of 
music: One tune for the first encounter, 
one for the actual chase (which could be of 
any length), and one for the capture. 

Another interesting problem was synch- 
ing the animation to the music. Animation 
speed can vary from machine to machine 
(try King's Quest IV on a PCjr and then on 
a H0386). How do you get the bolt of 
lightning to strike at the exact lime the 
snare drum sounds? I 

Then, it got tougher still. We needed 
music that would sound great on every- 
thing from the single voice PC up to the 
MT-32. Remember that our products run 
on IBMs, MACs, Apples, Alaris and Com- 
modores. 

Was it all worth it? When we previewed 
King's Quest IV to an "invitation-only" 
crowd at the Summer CES, I saw the full 
range of emotional reaction to the product. 
There were tears and laughter during emo- 
tional scenes. 

Turn off the sound on your TV and see 
if you care what happens to the characters. 
Why do you think that back in the Silent 
Picture Era organists were hired to perform 
live in theaters. Music isn't an interesting 
option-it's an important integral part of the 
whole experience. 

Will people pay the price to hear it? I 
hope so. Our new products support a wide 
variety of options, in addition to the MT- 
32. For instance. Ad- Lib makes a card for 
only $2(X) which is limited to eight notes. 
But don't let that foot you. It's more than 
eight times better than just one note. Hear- 
ing is believing. 



Ken Williams 
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Technology 

continued from page 5 

I hose who want to take advantage of the 
latest MS-DOS music cards don't have to 
wail forever to enjoy the future of computer 
sound on their computer, tor King's Qucot 
IV (and all Sierra adventure gnmes to fol- 
low) will create an orchestra of sound out- 
put on your formerly one-voice PC (Tandy 
users excepted). 

What's more, the stereo-supported 
soundtrack brings the emotion of music to 
the game's storyline as never witnessed 
before. From the terrifying "Zombie s 
Night" to the joyful elation of "Cupid's 
Theme", players will experience the feel- 
ings of the character through the ever- 
changing musical moods throughout the 
game. 

The new technology behind King's 
Quest IV al.so provides for highly enhanced 
graphics, with double the resolution and 
detail of earlier games. Animation is better 
than ever, and the IBM compatible version 
includes enhanced animation when run on a 
computer with a fast 80286 or 80386 
microprocessor. It also supports the entire 
scope of IBM-compatible graphics modes, 
including CGA, EGA, MCGA and VGA. 

King's Quest IV also sets another com- 
puter software first by beginning with an 
animated cartoon (nearly ten minutes in 
length). The cartoon outlines the entire 
drama of King's Quest IV, and brings 
veteran players up-to-date with the ongoing 
saga of the King Graham clan. 

So boot up your computer, and prepare 
for a entertaining product that is not only 
creatively innovative, but technologically 
innovative as well. 

Apple II Graphics 
Book Available 

Hundreds of people responded to the 
offer in our last newsletter on the 
availability of Ken William's book "Apple 
II Computer Graphics." 

To order your copy, send a check for 
S7.(X) (half suggested retail price). As an 
added bonus, we will pay shipping and han- 
dling. Checks received after inventory is 
exhausted will be returned uncashed. 
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Ad Lib Music Synthesizer Card 
Supports Sierra Games 



Sierra was the first company to success- 
fully exploit enhanced graphics in enter- 
tainment products. Sierra again leads the 
pack by intrcxlucing enhanced soundtracks 
to its games. Beginning with the new 
King's Quest IV, Sierra will support the 
most popular music cards. Now. PC users 
will not only have better graphics, but also 
tremendous sound. In this issue, we're 
reviewing the most affordable and widely 
known music card supported by Sierra: 
The Ad Lib Music Synthesizer Card. 

It's amazing to hear the great sound 
produced by this half-size card when it 
plays the King's Quest IV soundtrack with 
up to 11 different instruments at the same 
time. With this card. Ad Lib, Inc. offers a 
surprisingly inexpensive music syn- 
thesizer based on FM technology, the same 
as you can find on many popular 
keyboards. One familiar with the sound of 
this technology will be amazed to hear such 
percussive sounds as bass drum, tom-tom. 
cymbal and hi-hat. This is because the card 
is cleverly designed to combine the use of 
white noise generation with FM synthesis. 

The Ad Lib card package includes the 



Juke Box playback program and a selec- 
tion of 20 songs. These demo songs are 
written in various musical styles and are 
great to listen to. The Juke Box is fun and 
easy to use; its tumable spins as the music 
plays away. 

Another nice thing about this card is that 
there's a comprehensive line of music 
software available. This line includes such 
varied titles as: Visual Composer, a spread- 
sheet-like music editor; Visual Com- 
poser/MIDI Supplement, an extensive 
MIDI sequencing option; Instrument 
Maker, a patch editor; Pop-Tunes, a 
memory resident playback program, and 
Music Championship #1, a game that is 
both fun and highly educational. As a mat- 
ter of fact, the user interface of these 
software packages is one of the best we've 
seen so far. 

Also, programmers will be delighted to 
see the extensive technical information 
available in the Programmer's Manual. Ad 
Lib. Inc. has chosen to provide their file 
formats so that song and instrument files 
created with third party software can be 
compatible. This is a good move and Ad 



YOURS FREEH 



Dedicated lo adventure & 
fantasy role-playing. 
QucstBustcrs delivers 
in-dcpth news, clues &. 
reviews of all the latest 
computer games. 
Each issue contains 
complete walk-thrus to 
ai leasi two recent 
adventures— coded so 
you can't spoil the fun 
hy accidentally reading 
i(x> much. Plus clues 
to other adventures. Sc 
free "help!" ads. 
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Lib. Inc. IS to be congratulated for this 
decision. 

Answenng to questions on what s new 
from Ad Lib, Inc., Martin Prevel, the presi- 
dent of the company said, "Were working 
on a powerful staff notation printing 
program to be released by the end of the 
year. We're also planning a national com- 
position contest for the Ad Lib card as well 
as a user BBS for the exchange of song and 
instrument files." 

The Ad Lib Music Synthesizer Card is 
a half-size card that will fit into any expan- 
sion slot on the PC motherboard. On the 
back of it, there is a volume control and an 
audio jack to which you can attach head- 
phones, external speakers or even your 
home stereo system. 

If you are interested in increasing your 
enjoyment of new entertainment software 
as well as putting an II -voice multi- 
timbral music synthesizer in your own PC, 
we strongly recommend the Ad Lib Music 
Synthesizer Card: the new industry stand- 
ard for sound enhancement on IBM PCs 
and compatibles. 

The Eyes Have It (Sierra's 
Picture Puzzle Winners 
Announced!) 

Congratulations arc in order to the 10 
winners of Sierra's first picture pu/zle. 
"How (j(K)d Are Your Lyes?". The first 10 
people to discover all of the changes were 
as follows: 



Julie Her Many Horses. Mission. SD 
George Myers, Jr. Arlington, VA 
Marcus Ha>es, Spokane, WA 
Richard Kcssler, Navasots. TX 
Khalifa Martin. Opclousas, LA 
Robert Jones, Los Angeles. CA 
Robert Savage. Gardner\'illc, NV 
Michael Reed. Fontana. CA 
Fred Boyd, Bluffton, SC 
Elaine Willcox, Schenectady, NY 
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AD LIB 

MUSIC SYNTHESIZER CARD 

THE AFFORDABLE MUSIC CARD 

FOR KING'S QUEST IV 

AND 

FUTURE RELEASES 







D 



Iiscover o new dimension in 
computer entertainment with 
the Ad Lib Music Cord and 
Sierra's new 3-D Animated 
Adventures. Expand beyond the 
world of games and unleash your 
musical creativity with Ad Lib s 
complete line of music software. 

This half-size card (at less than holf 
the price of other PC compatible 
music cards) can play up to 11 sounds 
ot the same time. But don t be fooled 
by the low price and small size of the 
Ad Lib Music Cord. It can ploy a full 
range of instruments, everything from 
pianos and electric guitors, to snare 
drums and game sounds. 
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The Ad Lib Music Card comes with 
the Ad Lib Juke Box playback 
program and a unique selection of 
original songs as well as a few old 
favorites. Just pick a song title, sit 
back, turn up the volume ond enjoy 
the music. 

Ad Lib has a comprehensive 
line of music software which 
includes such varied titles as: Visuol 
Composer, a spreadsheet-like music 
editor and Visual Composer MIDI 
Supplement, on extensive MIDI 
sequencing option: Instrument Maker, 
a patch editor: Pop-Tunes, a memory 
resident playback program; and Music 
Championship #1, a game that is both 
fun and educational 



Play up to 11 sounds at once. 

FM synthesis and white noise 

generator. 

Amplified audio output 

through an external speoker, 

headphones or stereo 

system. 

Fully programmable. 

Comes with song playback 

program. 

BRING YOUR GAMES TO 
LIFE WITH THE AD LIB 
MUSIC CARD! 
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shaded box. In these cases, the item is to be added or subtracted backwards trom your list. Al the end ot each section, the correct number ot spaces is 
provided All tour c<»mpleted sections combined m the ci>rrect order at the \:iV(S provide the entire answer (hhkI luck' 
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What Has the m<»st 
notable ph>sical 
eharacteristii- of 
Cyrano de Berj^eriic? 




Solution A:O0It«i?CoGTS 
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proper table setting ^ 

etiquette: 

knife and sptHin sit to 

n^hX f>r plate; fork to 

left of plate on tup of which* 



A northern i 

constellatbn outlininK I 
a lion. Also, 5th sign 
of the zodiac, L-€_C? 



Name of the hammer - 
swinf;ing (iod of i 

^ Thunder in Norse I 

my thok>(;y .1\c» OC 



:rw^€ 



Opposite of 
virtues. 



abbreviation for 
extra-terrestriai 



^ 




u^.e 



9tvt>on 



— Second N -^ 



.Second UR. — 



DNALRP 



PARTE 



>bird 

Initials whkrh an 
— opttMnetrist uses as 
Ms orofessional title. 

S<»luticm B: 



iSlOoA 



Spanish for **y«.' 

'Jt: 
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Tf) exp(»sf t«i 
daiiKer »r hazard. 




S<>lution C: r 




-(- 5280 feet — 



A chemical «ften preHx meaning earth P\ ^^ "^t^; 

used as a bleach c.r ^^ ,,j ,;,^ ^^^y, \ ^— ^> 

disinfectant. -^ 
H\dn>);en 




Carbon 



Initials (if Pacific -p 
Southnest Airlines. 




_ Initials for Human 
("h<>r ionic 
(i»nad4»tropin 



Which cit> is 
missing? San 



j^+ 





PARTD 



Female star of the 
monies ''Annie .L. 
Hall/* -Reds.'* ^ 
*'Vlrs. Soffel" and 
**C rimes of the 
Heart/* (1st initial 
and last name.> 






Abbreviation of 
estimated time of 
arrival. 
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Solution D: 



Combine all four solutions in the follow inji order: ACBI). Now subtract: JOV. 
Final solution: • 



Please send your entry to: SIEiRRAGRAM. Sierra On-Lme. Inc.. P.O. Box 485. Coarsegold, CA 93614 Be one of the first 10 winners and receive 
the Sierra software product ot )our choice. Please include >our name, .ukircss. phnm- nunikr .mil choice ol prinlucl. 
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Sierra Extends Hint Hotlines for Holiday Season 



In preparation for Christmas 1988 and 
beyond. Sierra On-Line, Inc. is proud to 
announce extended hours for Customer 
Support. Starting November 1. 1988 Sier- 
ra is keeping customer support lines open 
from 8 a.m. until 9 p.m. (PST). Sierra game 
players on the East Coast will be able to 
call for hints until midnight each night. 

According to Sierra Marketing Director 
John Williams, these extended customer 
service policies are unmatched in the 
entertainment software industry. "To my 
knowledge, we are the only producer of 
computer adventure games that offers a 
"hint hotline" to its customers. I'm sure 
that we're the only ones who will take calls 
13 hours a day." 

Sierra's decision to add a second shift 
to its customer service department was lar- 
gely based on experiences the company 
had the last holiday season. 

Last year Sierra sold over 1/4 million 
adventure games during the Christmas 
season, almost all of them gifts. Hundreds 
of thousands of people started playing new 
Sierra games and found themselves stuck 
in Sarien- infested spaceships or turned 
into snails by an evil wizard. On the 26th 
of December, most of them called Sierra's 
Hint Hotline for help. 

The impact of all this telephone traffic 
was amazing. Thousands of calls came 
into the company each day, jamming 
telephone exchanges all over the slate. It 
was a situation that the local telephone 
company could not believe. 

"It was incredible," says Ed Lacey of 
the Sierra Telephone Company. "During 
peak times we were turning away 
thousands of calls an hour at the local ex- 
change. They (calls to Sierra) were caus- 
ing traffic problems as far away as Modes- 
to and Sacramento." 

By the end of March last year. Sierra 

had answered over 6(),0(X) hint requests 
from as far away as Europe and the Mid- 
dle East. "We had everyone available on 
the phones." stated Sierra support repre- 
sentative Caria Jones, "including the presi- 
dent, his wife and kid.s." 

A second group of employees had to be 



set up to handle bad disk replacement and 
compatibility calls. Despite Sierra's 
reputation of having the most compatible 
software in the industry, new Christmas 
hardware presented some real problems. 

"Each Christmas, all the major 
hardware vendors introduce a new com- 
puter which doesn't seem to be 100% com- 
patible with the software out there. Since 
Sierra's software pushes computers pretty 
hard, we usually have compatibility 
problems first." said John Williams. 

Owners of IBM PS/2 Model 80's, those 
owning high speed 80386 machines, and 
owners of Macintosh 11 's found odd 
surprises in the graphics of their Sierra ad- 
venture games. On one machine, when the 
main character walked across the screen, 
his image was left behind every time he 
took a step. "My screen looks like the 
RcKkeltes dressed as Leisure Suit Larr>. 
quipped one disgruntled customer. (Those 
problems have since been remedied.) 

This year. Sierra Customer Service 
people are belter prepared for the holiday 
season, with a larger, highly trained staff, 
more phone lines, and alternate hint sour- 
ces available - but problems can still be ex- 
pected. "There's a limited number of 
telephone lines that come into Coarsegold, 
California, and once those are filled, we'll 
still have jams - and this Christmas Sierra 
will sell twice as many adventure games, 
stated Williams. 

To avoid the telephone traffic jam. Sier- 
ra has prepared a bulletin on "How to Avoid 
the Holiday Hint Crush," and will dis 
tribute over 400,(XX) copies of the bulletin 
before Christmas day. According to Wil- 
liams, "We don't see any way possible to 
keep up with the hint demand after Chris- 
limas. It's really a matter of limited resour- 
ces. I could hire an army and not gel this 
job done, it's just too much at once. I hope 
the bulletin helps prevent frustration be- 
cause I don't know what else we can do." 
The text of this bulletin is included in the 
following article. 

To those stuck in the post-Christmas 
telephone traffic jam (including our moun- 
tain neighbors that will experience 
restricted telephone service) Sierra 
apologizes in advance. We are doing every- 



thing possible to relieve pressure on the 
system and we appreciate your patience. 

Sierra's Telephone Hint Line number is 

(209) 6 83-6858 



"HOW TO AVOID THE 
HOIJDAY HINT CRUSH" 



In an effort to relieve the "telephone 
traffic jams" into Sierra this post-Christmas 
season, and allow others in (»ur t(mn to 
make a long distance phone call every once 
in a while, we offer the following sugges- 
tions on getting post-holiday hints: 

1. DON'T TRY TO PLAY 
THROUGH YOUR GAME IN ONE 
DAY 

\\k) many adventure gamers try to bum 
through a Sierra adventure as soon as they 
get one home. Don't attempt this at your 
home. Sierra games take quite a few hours 
to get through even if you already know } 
what to do, so don't frustrat 

Besides, this isn't a text adventure, it's a 
Sierra game. Take time to admire the view. 

2. IF YOU ABSOLUTELY NEED A 
HINT NOW, PURCHASE A HINT 
BOOK 

At only $7.95 suggested retail. Sierra 
hint books cost much less than a call to ; 
Coarsegold, California from most areas of 
the country, and hint books can add to the 
fun. All the major software stores, and most 
quality stores, carry Sierra's line of hint 
b{K)ks. If you don't see them on the shelf, 
ask your dealer to order one for you! 

3. IF YOU CAN WAIT FOR A HINT, 
WRITE US A POSTCARD 

Sierra answers tens of thousands of hint 
request letters each year, and we stay on top 
of them so you don't have to wait long for 
your answer. Address your letter to Sierra 
Customer Support Department, P.O. Box 
485, Coarsegold, C A 936 1 4. Put the ques- 
tion on a postcard if possible, and be sure 
to include your return address. 

See Hotline page 19 
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Roberta Williams on the New 

King Quest 



KfpriminI by prrmi*%wm »/ Qm«uBm$tm m. Ct^Htflt WW QitniBmUtn. 




QB: What does the term " interactive fic- 
tion" mean to you? 

Williams: Well, if you take fiction in its 
literal terms, a story that's not true, and in- 
teractive means you can control it, com- 
municate with it, alter it, you can get feed- 
back from it-solve-it that's interactive 
fiction, that's an adventure. And that's the 
thing II ike to do, te 1 1 stories. 1 just love that. 
I like to come up with stories and charac- 
ters, and I'm really trying to do more to 
develop the characters' personalities, like 
you would in a traditional story. Before a 
few years ago, characters in a game were 
so flat, you know: "Here's a troll," or 
whatever. So I'm trying to improve my 
storytelling style to give the characters and 
story more dimension, hopefully in a way 
that will draw people into it. 

QB: How are you doing that in King's 
Quest IV? 

Williams: A lot of it comes from how the 
characters are represented on-screen. In the 
past, many of our characters have been 
very flat, not just in what they say but in 
how they are represented in terms of walk- 
ing around., .you know, they just kind of 
walk. But in King's Quest IV there will be 
a lot more movement, more animation and. 
as our animator likes to say, "body lan- 
guage"-more realistic movement that has 
to do with their personalities. Wc can al- 
most get facial expressions using the new 



resolution...maybe not complete facial cx- 
pressions» but at least enough so you*ll 
know how the character feels. That's one 
way. Another way is in the use of sound ef- 
fects and music to get certain feelings. 

1 think in a way that what we're doing 
IS still being invented, and each time we do 
one of these it progresses and we learn new 
things. I'm sure that what we'll see five 
years from now will be much more 
balanced, becau.se we're still trying to leam 

r 





Many stranf^e and unusual places await 
your arrival. 
how to develop characters and give them 




Explore the countryside carefully. 

personality and make the story more inter- 
esting so it will draw the reader or viewer 




Encounter characters Jmm ancient 
folklore and legend. 

or whatever you want to call them into it, 
so they feel they're really part of the story. 
That's what I'm trying to do. 



QB: What do you sec fui ddvciituics 
five years from now? 

Williams: A lot depends on the 
hardware, and a lot depends on our 
storytelling skills and the software tools wc 
have available that, with the hardware, 
gives these characters life. But the thing 
that kind of gets in the way here is CDI, be- 
cause we don't quite know what that's 
going to do. 1 know somewhere down the 
line I'll do something for CDI, but I con- 
sider it separate from this (computer ad- 
venture games).. .1 don't know if they'll try 
to integrate them, or one will fizzle out and 
the other succeed. 

QB: What's the main difference? 

Williams: With CDI, the game would be 
on a compact disc. You wouldn't use a 
computer at all. It would be a compact disc 
player attached to your TV set. 

QB: Would you type in commands and 

so on? 

Williams: There is supposed to be a 
keyboard you could get, but it will be very 
expensive and most people probably won't 
get one. the whole concept behind CDI is 
that it's for the average non-computer type 
person-there are still a lot of people who 
don't understand computers and don't 
want to have anything to do with them. But 
they can set their VCRs and run a camcor- 
der. They can do that. So CDI is supposed 
to be for them. 

You put in the compact disc and up on 
the screen, you'll see. ..well, it can be any- 
thing from motion pictures, digitized 
graphics and animation, whatever you 
want. And you'll hear computer sounds, or 
music just like what you'd hear on a Phil 
Collins album. When people talk, it would 
sound just like what you hear in movies or 
TV shows. 

But it is interactive-sort of. You can do 

See Roberta Williams page 20 
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Breaking the million copy 
barrier... that's the crowning 
point of a truly one-of-a-kind 
computer game. King's Quest, the 
ultimate graphic adventure series, 
heralds this upcoming milestone 
with the triumphant arrival of 
King's Quest IV - 
The Perils of Rosella 
Interactive fun for the whole family. 
King's Quest IV bridges the genera- 
tion gap between young and old with 
its classic fantasy themes, vivid 
characterizations, and dramatic con- 
flicts. Parents and children alike will 
be delighted as they become the lead 
character in a dramatic medieval fairy ^^" 

tale. 

The crown jewel of computer adventuring, King*s Quest IV 
offers $500,000 in improvements to a multi-million 
dollar proprietary software development system, creating an 
entertainment experience far exceeding everyone's greatest 
expectations. A team of 13 programmers, developers and 
artists with over 1 1 man-years of work have produced the 
largest computer game in history, a whopping 5.5 
megabytes of program code. 




Stunning graphics with double the 
resolution of previous versions, 
realistic day and night cycles, and 
enhanced animation offer the 
closest thing yet to a living motion 
picture on your computer screen. 
A theatrical experience for your 
personal computer. King's 
Quest IV offers a musical score 
unprecedented in computer enter- 
tainment software, a full 40 
minutes of original music 
as composed by William 
Goldstein, a well-known Holly- 
wood composer. 

Sierra tops it off with the magnum opus 
in computer game animation, a 10 minute full-length 
introductory cartoon that sets the stage for a climactic contest 
between good and evil. Prepare to test the power of your 
brain and your computer to the hilt with the most phenomenal 
adventure game in computer entertainment history. 



KING'S ODEST IV... 
THE LEGEND IIVES ON. 
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Hotline 

continued from page 14 

4. IF YOU MUST CALL SIERRA, 
TRY TO CALL IN THE EVENING 

DurlruT I he day, telephone traffic is 
hcii business phone calls. YourcaJI 

will figrii not only with others coming into 
the Sierra switchboard, but calls coming 
into the area for other businesses in town. 
Phone lines will likely be clogged most of 
the day. Sierra's published hours for ihis 
period will be 8 a.m. to 9 p.m. (PSTj on 
Monday through Friday, but don't be afraid 
to try us on weekends and after hours. If 
traffic is bad, we may keep the lines open 
for extended hours. 

5. ASK YOUR DEALER OR COM- 
PUTER OWNING FRIENDS FOR A 
HINT 

There s no guarantee that any of these 
people will help you fmd the passport in 
Leisure Suit Larry II, or the killer in Man- 
hunter, but if they own the game, they'll 
probably be proud to help you. 

OTHFR SOURCES FOR SIERRA 

MINIS 

The following are commercial sources 
other than Sierra where you might find hints 
on Sierra game products. 

Questbusters Journal, P.O. Box 32698, 
Tucson, AZ 85751. Carries regular hints 
and "walk thrus" on popular adventure 
games. 

CompuServe (contact your dealer for 
details). The Games Forum on Compu- 
Serve is a fantastic place to get Sierra ad- 
venture hints (many of Sierra's beta testers 
"hang out" in the on-line conference area). 
If you subscribe to CompuServe, you can 
get Sierra hints "on-line." 

The Official Book of King's Quest. 
Compute! Books (available at better 
bookstores everywhere). This well-wntten 
book not only gives hints to all the install- 
ments of the popular King's Quest series, it 
gives an interesting and insightful account 
of the making of the series and the people 
behind it. Tliis is likely to be the only 
published source of King's Quest hints until 
well after Chrisinias 



Rumor Mill 

continued from page S 

the Silicon Gulch as Dave, Barry and Dee 
Dee Murry present Manhunter: San 
Francisco. ^— — 



The designers promise more of the ac- 
li on/ad venture^or^or mixture presented in 
the original Manhunter, but apologize in 
advance for the fate they'll deliver to the 
famous Golden Gate Bridge. According to 
Dave Murry,".. .the bridges are the links 
from San Francisco to the rest of the world, 
which is something the orbs would never 
put up with. We'll have to disable them 
somehow - and it's liable to be pretty 
gruesome. ' Look for the new Manhunter 
around August... 

Expect more to come from A I Lowe, 
designer of Leisure Suit Larry and 
Leisure Suit Larry II. Leisure Suit Larry, 
A I Lowe's most famous creation, lives on 
in Leisure Suit Larry's Party (lames. It's 
not an adventure game, but it will be 3-D 
and very animated... 



(^ Retired^Officer Jim Walls is taking off 
his uniform, and trying his hand at under- 
cover work in Operation Code Name: Ice 

Man^ a new spy tnniier about "high-fWfl 
weapons and high-tech crime. This is Jim's 
first adventure game that isn't biographical 
(Jim has never been a spy), but he is getting 
expert help with the design. Look for Ice 
Man in late summer or early fall. 



Murder on the Southern Quarter 

(working title) is a new "co-managed" 
pr(xiuction between adventure designer 
Roberta Williams and television 
screenwriter Jackie Austin. Roberta and 



Jackie have been investigating the concept 
since February, when they met in New Or- 
leans to discuss the concept. According to 
Roberta, "This will be a period piece, set in 
thr agr of flapprrs and "illrgnl btMtitf" Tlie 
graphics are going to have "the look" of the 
period and really set the tone for the 
game."... 

Other Sierra titles for 1 989 include three 
more adventure games, a new word proces- 
sor, and perhaps the strangest addition to 
Sierra's product line yet, a self-help product 
on "How to Win in the Work Place." 

"How To Win in the Work Place" is 

a pet project of John Williams, Sierra's 
Marketing Director. According to John, "I 
started as the marketing manager at Sierra 
when I was 18 and fresh out of high school. 
If it wasn't for self-help instruction, I 
wouldn 't have the job I have today." John 
is quick to point out that he will not write 
the series himself. "Only a truly great 

therapist can do self-help therapy" The 

new product will be designed and produced 
by Jesse I van hoe. 

Finally, the first of Sierra's new releases 
in 1989 will be Hoyle's Book of Cards. 
Hoyle's is the first new design by Warren 
.Schwader in over four years. Veteran 
Apple owners will remember Warren from 
his eariy classics Threshold and Sammy 
Lightfoot. 

That's it for "Heard It In the Hallway" 
for now. Look for more hot rumors in fu- 
ture issues. 
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RECEIVE A FREE HINT B(X)K OF YOUR CHOICE WHEN YOU BUY 
EITHER SPACE QUEST I OR THE BLACK CAULDRON 

To redeem, fill »hji ihis unipon compleicly and ctkIonc *iih dated receipt U» the purchase ol either Sierra 
3-0 Animated Adventure Game named above 
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Roberta WUIiams 

continued from page 15 
things to it, but it\ real limited. The 
keyboard isn't really thought of as part of 
it. They're thinking in terms of a joystick 
or a pointer that you would use to point and 
click to say where you want to go. and then 
the characters would walk around, and that 
would look just like a movie. Kinda like 
Black Cauldron, where you click buttons. 
But you can u.se real pictures, we can even 
use real people if we want to. Or Disney- 
stylc animation, or anything you want. 

QB: How far away is this? 

Williams: It's happening now. We 
haven't actually decided anything yet. But 
I know that down the line it will occur. I'm 
just not sure how that fits in and how--or 
even if--it*s going to work. So it will be 
more like movie-making at that point, with 
well orchestrated music and people really 
talking- -there will probably be no text at 
all. Instead of a message window popping 
up saying "You are in the forest," we'll have 
a narrator say it. When you talk to charac- 
ters, they'll actually speak, and each will 
have his or her own voice. So when you ask 
me what's down the line five years from 
now, I don't really know. 

OB: But wc know what's down the 
line... 

Williams: One year, maybe (laughs), 

OB: Like the subtitle ofKing's Quest IV. 
maybe? 

Williams: The Perils of Rosella, for lack 
of anything better. It was sort of based on 
The Perils of Pauline. King's Quest IV has 
a heroine, and that's semi -experimental. I 
know it will be just fine with the women 
and girls who play the game, but how it will 
go over with some of the men, I don't know. 

OB: I understand Infocom got a gcxxl 
response to Plundered Hearts, which has a 
female character. Our reviewer (William 
Carte) said that after he got into the game. 
he forgot all about it and it didn 't matter that 
his character was a woman. 

Williams: That's what I figured. It 
bothered me when I first started designing 
this one. We call our main character "Ego." 
In every game it's Ego, and that refers to 
the character we're writing around: we just 



say "Ego does this. Ego does that. So 
we've always called Ego "he" or him. But 
all of a sudden I've got a girl "Ego," and it 
was real strange at first. I had a real hard 
time calling Ego a "her" (laughs). "Her? 
She? She does this? She does that?" I've 
been working with this for a long time, 
about eight months (this interview took 
place in January}, and now it's just fine It's 
even natural. The only thing that's kinda 
strange is that I have a lot of deaths in my 
games: my characters always die from fall- 
ing or being thrown into a cauldron or 
something. And I always like to have them 
die in a funny way. It didn't seem right. I 
don't know why. I guess it's because she's 
a giri, and you don't think a girl should be 
treated that way (laughs). But I got used to 
that t(X), until there was one death I had to 
deal with last week that I was real uncom- 
fortable with. Was it throwing her in the 
cauldron? I'm not sure, but it was some 
death that seemed particularly unfeminine. 
not right. 

QB: Trampled by stampeding ogres? 

Williams: Oh, she gets dragged off by 
her braids, lots of deaths. And girls die dif- 
ferently. I discovered a lot of these things, 
like the way she falls, which has to be dif- 
ferent from the way a guy falls. It's been an 
experience. And I think that men will find 
it fun and different, because it's from a dif- 
ferent point of view. 

QB: Are any of the puzzles based on the 
character's sex? 

Williams: No. not really. Because that 
would be going t(X) far. And personally, I 
think basically people are people and 
(laughs) there are only a couple of things 
that only men or women can do, when you 
come right down to it. So I think that 
whether you can solve this or that has noth- 
ing to do with being a man or woman. Ex- 
cept well, I'll take that back a little bit. I 
have gone away from. ..my characters don't 
really use weapons. 

When I first started writing adventures, 
my characters just used weapons a little. 
More and more it has moved away from 
that, toward using your brain to solve the 
problem, using your wits or logic or 
whatever. And Rosella absolutely does not 
use weapons. So in that way she's very 
non-violent. 



QB: No killing trolls in this one? 

Williams: I take that back. You do kill 
something but you do it in a very nice way. 
Unintentional, really. You accidentally kill 
somebody. 

QB: And what's the story all aboui? 

Williams: Since so much of the fun is in 
the act of discovery, I'd rather not go into 
the stor> other than what's in the catalog 
fas Rosella, you must solve multiple 
quests, the long-range goal being to find an 
enchanted fruit that will save your father, 
the King], But I can tell you about some of j 
the new features. The resolution of the 1 
graphics will be doubled to 320 x 20(). We 
never had this before because wc try to 
make our games available for as many dif- 
ferent computers as possible. 

For something to run on both an Apple 
and an Amiga, we've had to use graphics 
that were really stretching the Apple but 
were not stretching the capabilities of the J 
Amiga. We're moving away from that. j 
We're doing two versions of King's Qiipvf l 
IV, one in the old style of graphics for the 
Apple, K'jr and maybe the Tandy 1()(X). 
I'm not sure. And we're doing another one 
for the higher resolution computers. So 
we'll be upgrading our graphics and 
making them a little more computer- 
specific than in the past. 

With double the resolution, you won't 
have so much of that choppiness you see in 
the lower resolution. Like the staircase ef- 
fect in the diagonal lines. You still have a 
little bit of that in the double resolution, but 
it's much, much sm(x>ther. And the pixels 
are smaller, so we can get more detail in the 
face. 

I went out and got two very good com- 
puter artists to work on this game. One is 
concentrating just on the backgrounds, and 
the other is concentrating on animation. 
Before, we used the same anists. And it 
kind of bothered me at first to use two dif- 
ferent ones, because I felt the animation 
was so much a part of the background, that 
how could two separate artists make sure it 
was all integrated? But it's worked out. 
since the person doing the animation thinks 
only about that so the animation is fantas- 
tic, and we've got a lot of it. The same with 
the guy doing the background. He doesn't 
have to worry about the animation, so he 
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can spend a lot more lime on detail in the 
background. I act as intermediary between 
them, making sure that the art is integrated 
properly. 

QB: Did either one work on previous 
King's Quests? 

Williams: No. In fact, they're brand 
new to our company. I did endeavor to 
make the artistic style as similar as pos- 
sible, because it has to look and feel like a 
King's Quest. Using different artists con- 
cerns me a lot, but when we actually 
started doing it. working with the artists, it 
was strange; I saw how much I affect how 
the pictures turn out, how the graphics are 
so much a representation of how I feel and 
how I think it should l(K)k, as opposed to 
the artist. So they came out remarkably 
similar. And it's hard to explain, but it just 
turned out that way. The feeling of the 
game, its theme, how it plays, is the game. 

QB: How big is the game? 

Williams: A little bigger, but not much, 
I go by r(K)ms. and a room to me is a 
screen, where you're at. We just started 
calling them nwms, I don't know why. 
King's Quest I had about 80 rooms. The 
second game had 92. King's Quest III had 
about 104, and King's Quest IV has about 
95. But it actually has more because we 
have night scenes in the game. It's a timed 
game that takes place over a 24-hour 
period, so you roam around during the day 
and eventually it turns to night. So the 
graphics for each room were redrawn for 
the night scenes, and you'll come across 
different characters at night. It's spookier. 

In fact, I want to do a ghost story next. 
I'm not doing King's Quest V next. I have 
to let people know I can do something else, 
expand my hon/ons. You get yourself 
stuck in a niche. It 's been a year-and-a-half 
since King's Quest III, and I deliberately 
held back from putting one out this past 
Christmas because then. ..it's like "here's 
another one, and another one." You've got 
to give it time in between, otherwise you 
hurt it. 
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SIERRA ON-LINE, INC. ANNOUNCES ITS INITIAL 
PUBLIC OFFERING OF COMMON STOCK 



On October 6, 1988, Sieira On-Line, 

Inc., a developer and publisherofeniertain- 
meni software products, announced its ini- 
tial public offering of 1,4(K).(KX) shares of 
Common St(Kk. The offering price was 
$9.()0 per share. Of the total, 980,(K)0 
shares were sold by the Company and 
420,(K)0 shares were sold by selling st(x:k- 
holders. The Company intends to use the 
net pr(x:eeds, as needed, for general pur- 
poses, including working capital and 
product development, and for possible ac- 
quisitions of businesses that would com- 
plement the Company's business. 

Sierra develops and publishes premium- 
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priced interactive animated adventures, 

simulations and other microcomputer 
entertainment software products for the 
high end of the consumer market. The 
Company's products feature high-quality 
graphics, music and sound effects that arc 
designed primarily for IBM PCs, IBM PC- 
compatibles, and computers manufactured 
by Apple Computer, Inc. Final prospec- 
tuses may be obtained from Piper, Jaffray 
and Hopwood, Incorporated, 222 South 9th 
Street, Minneapolis, Minnesota 554(J2 and 
Oppenheimer & Co., Inc., 2029 Century 
Park Kasi, Suite 3550, Los Angeles, 
California 90067. 
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To Sierra, 

Hello, Tm just writing to say how much 
I enjoyed your game. King's Quest II. I just 
recently bought an Apple IIGS with the 
color RGB Monitor, and an Image Writer II, 
(etc.) and. King's Quest II was the first 
program I bought. (Actually, I got it for my 
birthday, but hey. I had to pressure my 
parents to get it for me. Oh, I'm now 15.) I 
solved it not long ago, and it truly is a step 
up from any game I've ever played before. 
I simply loved every part of it - the great 
graphics, the animation, the music and 
sound effects and, the story. The predeces- 
sor of my Apple IIGS, ( which I think is the 
best home computer) was an old Apple H+. 
And, I have played Mystery House and 
Sammy Lightfool, too. (I didn't realize the 
same people that made those made King's 
Quest.) Naturally, I'm delighted to see how 
much you've improved, and you're 
definitely leading the rest in this new field 
of games and programs. 

I just thought I'd write to let you know 
what a great job you're doing. You certain- 
ly are the best at this. Instead of getting let- 
ters which are complaining about this and 
that, hopefully this letter will make your 
day - although, I am sure you get several 
letters such as this one a day. But, keep up 
the great work. [ I'm working on my parents 
I to buy the other three King's Quests (and 
perhaps. Leisure Suit Larry, Police Quest 
and/or Space Quest) and I will continue 
playing your games. You've got more than 
one fan out there. 

Sincerely, 

Scott Smith 

Columbia, MD 

P.S. As you can see, I do love this com- 
puter almost as much as I love your games. 
I hope you like the color, I know I do. The 
Image Writer II is a fascinating printer. 

Dear Sirs, 



at 2()9-6«3-685H. I explained ail the above 
to the gal who answered the phone. Her 
answer was to send in the disk and you 
would check it out and replace it, if neces- 
sary. 

As you can see from the warranty card 
enclosed, these are new disks, never before 
u.sed by me. I am a bit unhappy with the 
fact that a new prixluct is damaged and the 
best I can do is send it in for a replacement. 

Sincerely, 

Michael A. Mahaffcy 

Minot, MD 

Editor's Note: We maintain strict 
quality control in our disk production 
facility, hut sometimes a faulty disk may 
slip throuj^h, or a disk may he damaj^ed 
after we ship it. In any case, all of our 
products are covered hy a 90-day warran- 
ty, which provides for free replacements of 
damaged or faulty disks. 

Dear Sirs, 

I bought Leisure Suit I^rry a couple of 
weeks ago, and have just managed to solve 
the game. 

I am a relative newcomer to computers, 
and much newer to computer games, but 
even without much of a base for com- 
parison, I can tell you that I have enjoyed 
Larry to the maximum. 

I'm not about to pay $7.95 for the hint 
book to find out what the 1 9 points are that 
I missed, but I am dying to know if the 
p<Kket lint was really useful. 

I hope to see bigger, better, and more 
adventures with Larry. 

Thanks for a great game, 

Harley F. Hann 

Buhl, ID 



Enclosed are the 3.5" Apple IIGS disks Dear Sierra, 



for Leisure Suit Larry. When the game tried 
to start, it was unable and reported: "Disk 
error #64." After repeated attempts to start 
the game (with the same disk error mes- 
sage), I called your Customer Support line 
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Y'all deserve a pat on the back for the 
outstanding accomplishments on Sierra's 
BBS. I accessed your BBS, and was over- 
whelmed by the many things to do with no 



charge, which is great for us lonp distance 
callers. Ilie library was full of information 
that you can actually download! There is a 
poll where you can earn extra credits, and 
the telecommunication line is a blast. We 
had five other people on one line, and a 

sysup that was nunc than helpful. 

Keep up the good work Sierra. \ 

David Watkins 

Femandina, R. 

Dear Sirs, 

If I write you, it's because I've taken the i 
decision to congratulate Sierra for its 
works for Apple IIGS. These games have 
got three principal qualities; first is 
originality, second is efficacy, and third is 
ingenuity. Don't forget humor (I'm think- 
ing about Leisure Suit Larry!). 

You are a light of hope for IIGS, be- 
cause in France this computer is superior 
and above all its capacities are better if I 
refer to an Amiga or an Atari. 

Thanks for your products. .^ , 

Long live Sierra, long live Apple. Don't 
forget (even here) there are fans! Good 
luck! 

Dear Sierra, 

My sons Brad. Reed and I really ap- 
preciate the time you took to give us a tour 
of Sierra On-Line last Tuesday. 

We anticipate the release of King's 
Quest IV this fall and if you haven't real- 
ized it by now, we are part of the popula- 
tion of your locked-in customers. 

Sincerely, 

David T. Macomber 

Editor's note: If you are ever in the Oak- 
hurst, California area ijust south of 
Yosemite National Park), look us up and 
stop hyfor a visit. 

Dear Sirs, 

Sorry, but I mu.st send this letter of com- 
plaint about the latest adventure I com- 
pleted. Space Quest. 

When, in the game, I landed and got out 
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to examine the damaged pod, I got the 
response thai the "pod was badly 
damaged." I went to all four sides of the 
pod and repeated the question, and got the 
same answer. So what is the careful adven- 
turer to think, but there is nothing here. 
How wrong. You must be standing on the 
front right comer of the ptxi in order to find 
the piece of broken glass. I cry "not fair." 

Also, I was stumped for weeks because 
I simply did not stumble into the Orat's 
cave. It does not look like a cave from the 
outside, but looks hke the rest of the hunk 
of rock. 

I really enjoyed the adventure, but fell 
like I could have solved the adventure 
weeks sooner and without the added ex- 
pense of a hint book if the ob.stacles were 
more reasonable. 

Kind regards, 

Jim Lawley 

Dear Ken and Roberta Williams, 

I am probably one of your biggest fans. 
I have all of the following games made by 
you: King's Quest (I, II III), Space Quest I 
and 11. Black Cauldron. Police Quest, 
Thexdcr, Championship Boxing and 
Helicopter Simulator. My mom still owes 
me King's Quest IV for a Hanukkah 
present. I am dying to get Police Quest II, 
Manhunter: New York and Silpheed. I 
have solved all of the 3-D Animated Ad- 
venture Games I have. I hope you go on to 
King's Quest 1000! 

When I started these games, I had no 
idea how to read and write (I was only 
four). Now I am the best reader in my class. 
If you didn't come out with these games I 
wouldn't be so good al reading and writ- 
ing. 

I really like fairy tales, so that's why I 
like the King's Quest series. I like your 
ideas of other games like Police Quest and 
Black Cauldron. 1 like Black Cauldron so 
much that whenever I go to a video rental 
store I ask if they have the Disney movie. 
Unfortunately they always say no. 

I like the part in King's Quest III when 
you go into the three bears' garden and 
Mama Bear is working in the garden and 
she kicks you all the way to the next scene! 
In King's Quest II I like the part when 



Count Dracula comes out of his coffin. I like 
the part in Space Quest I when you go into 
the bar. I like the pan in Space Quest II 
when you swing on the vine like Tarzan. 

I hope you can make sports games. I 
know they would be really good made by 
you! 

Sincerely, 

David Varet 

Riverdale, New York 

Dear Jerry, 

I greatly enjoy your newsletter and enjoy 
the Sierra software. I have played King's 
Quest and Space Quest for hours and next 
week I'll be playing Thexder if my com- 
puter store gels ii. 

Love all your articles. Please congratu- 
late all workers on this newsletter and all 
other issues. 

Gordon Bowie 

Greenbrier, AR 

P.S. I wish you success on all your IIGS 
software. My IIGS awaits more software 
for its special talents. 

Dear Sir: 

I've been wanting to write you for al- 
most two months about your program 
"Space Quest, Chapter I, The Sarien En- 
counter." ' "^ 

It's great, good, the best, and any other 
words you want to use. 

The graphics are good and humorous. 

The overall plot is good. 

The story was a challenge to finish, but I 
was able to finish it without buying a hint 
book. I think this is very important. So 
many adventures today have one or two 
puzzles that are almost impossible to solve. 
I was stumped a few times in yours but there 
was always a solution at hand. 

The sound was very good and supported 
the story line. 

The multiple ways to solve problems 
was great. (I first killed the spider probe by 



dropping a rock on it. \ didn't know about 
the monster that lived in the cave. Later, 
when 1 found out about the monster, I knew 
1 had to repeat that part of the game.) 

I think you need to stress the point to 
"\avr \\tf iJ^Atuf" ll^l^•rl Afierdyingoverand 

over again at various times I was almost 
ready to forget the game. But, because 
other parts of the game were so interesting, 
I kept going and Icanicd the "save game" 
lesson the hard way. 

I have a problem with Space Quest U. 
It's down at the store now! It's been there 
for weeks, I haven't bought it. Could it be 
as great as Space Quest I? Could a company 
produce two great hits in a row? (Past ex- 
perience with computer games says no!) 
Would I have to break down and buy a hint 
book? All these questions also apply to 
Leisure Suit Larry. 

Oh well, thanks for a great game, and 
thanks for supporting the Atari folks. 

Sincerely, 

Robert D. Arrington 

New York City, NY 

Editor' X Note: Other fans have given a 
"thumbs up" to Space Quest II, because it 
has been a smash success. Also, watch for 
Space Quest III and Leisure Suit Larry II. 

Ladies and gentlemen. 

In 1987 1 bought an IBM-compatible PC 
to write down my examination for a 
diploma to gel the certified engineer. I 
never wanted to play any fighting games on 
my PC, because the stupid "bum, bum, 
crash, tudeldy - piep" make me nervous. 
Three months ago a friend of mine bought 
your King's Quest game and I said to my 
friend: "You've seen one video game, 
you've seen them all!" 

Now, after finishing King's Quest I and 
King's Quest II by myself and - with black 
shadows under my eyes - finishing Space 
Quest I in 52 hours and 23 minutes - I say 
thank you for your 3-D animated adven- 
tures! 

Sincerely, 

Holger Jordan 
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Drawing Dynamos Discovered! 



We are pleased to announce the winners 
of the latest Sierra Drawing Contest. The 
prize winners are: Peter Kuang of Pleasant 
Ridge, Michigan, Bobby Mikuchonis of 
Belton. Texas, and Joseph Christoper An- 
thony Pau/.ie of Jakarta, Indonesia. 

Sierra's Drawing Contes! is an ongoing 
event, so send in your submissions now! 
Winning entries will receive the Sierra 
product of their choice, and their drawing 



will be published in the newsletter. The 
number of winners will depend on the 
quality of the entries. 

Drawings must be in black ink (not in 
pencil or in color) on white unlmed paper 
(please do not fold drawings). Each draw- 
ing should relate to one or more of Sierra's 
products. All submissions become the 
property of Sierra On-Linc» Inc. 





Jotrph Cnitopher Anthmy Paua< 
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Corny Cartoons Captured! 



We are pleased to announce the win- 
ners of the latest Cart(X)n contest. The 
prize winners are: Bill Carr of Clovis. 
New Mexico and Kent Lee oi Flushing, 
New York. 

Sierra's Cartoon contest is an ongoing 
event, so send in your submissions now! 
Winning entries will receive the Sierra 
product of their choice, and their cartoon 



will be published in the newsletter. The 
number of winners will depend on the 
quality of the entries. 

Cartoon entries must be in black ink 
(not in pencil or in color) on white unlined 
paper (please do not fold cari(X)ns). Bach 
cartoon should relate to one or more of 
Sierra's products. All submissions become 
the property of Sierra On-Line, Inc. 
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RECEIVE A $5 REBATE WHEN YOU BUY 

ONE OF SIERRA '5 

3-D ANIMATED ADVENTURE GAMES! 



To redeem, till out this coupon completely and enclose with dated receipt for the 
purchase of any Sierra 3-D Animated Adventure Game. Or. if ordering a 3-D 
Animated Adventure Game direct from Sierra, enclose this coupon with your 
order and payment for the balance. 
Send to: Sierra On-Line. Inc., 



P.O. Box 485, Co«rs«9olcl, CA 93614 



Name. 



Address, 
aty 



State. 



Zip Code 



Where purchased (or product desired) 

Void *vhere taxed restricted or prohibited by law Otter vahd on products purchased b«tw«en Nov 1 1968 
and March 3i 1989 Coupons sent for redemption must be postmarked no later than April 30, 1989 Onlv 
one coupon may be redeen>ed per household 



SIERRA'S COURAGEOUS CAST OF CHARACTERS ARE 

COMIN' ATCHA! 
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LOOK FOR SIERRA PRODUCTS 
AT THESE FINE DEALERS: 



ALASKA 

tMriRC NOKTH COMTLTU CTRS 

ANOOtMJC Wtit2'l$» 

COMPtrrtl CONCEITS 

BAQL£ RIVElt. 9074*4 M7S 

MICIOAC» 

nJNEAU.Mr7'««VS»9 

ALABAMA 



forrMrABicmr 

MO0L£.2O»-)4MSW 

MCLf moro * coMPum siior 

MOKTOOIlCltY, 2C5-2M4230 
fRCULTY fllVKX f YffTEM INC 

TKOY.IOf-SM-lTn 

ARKANSAS 
ARKANSOPT 

HARRi30fi.S<n-741 r?}* 
MICRO COMPUTER CENTER 
LITTLE ROCK. 501 545- lai 

ARIZONA 
CADCRAPHICI 

oucRT.ioi-nMrto 

COMPUTER WORKS 

OLENDALE. 601-2M41M 

COMPLTCR KtSG 

EINOMAN. Mn-75)-44M 

COMPtTERMAT 

LAKE liAVASU. 6<n-«SS-l)f7 

COMPUTER WORKS 

R«ENIX.64a-14«-4)64 

KEATHK IT ELECTRONIC CENTER 

PM0eMX.W2-27»4247 

SOVTWARK 

PHOer4IX,M2-M4-76M 

MICIOAC^ COMPUTER STORE 

TEkVE.MO'MtllU 

COMPUTERS PLUS 

TUCSON, MMM-SMO 

•orrwARKcmr 

tuaoN.Ma-izMiti 
iorrwAREcmr 

TUCSON. «<n-72l-tOQi 
WINSLOW ELECTRONICS 

WLHSlXrW, 602 IMmO 



CALIFORNIA 



MICROAGE COMPUTER TTORE 

imnooMrurER STORE 

ieRKfLeY,4i5-saj«t6 

SOrrWAIRE CENTRE 

RREA.714-M04W7 

CAREER AIM 

CKATSWOHTH. 2n-«2)-2727 

COMPUTERTIME 

OTRUS HEMIfrS. 9\^71\ -«S30 

COMPUTERLAND 

a)N00IU>.41S47M244 

HOME COMPUnNC CENTER 

a)NaOIU>,4l5-MMS0O 

mPOMAE COMPUTERS 

O0NG0ftO,4l54l4'0m 

iNPDRMATlON EOCE. INC 

OONODRD,4IS47MM2 



SOrrWARErTATlON 

OOSTA MUA.7l4S4S-25)2 
WHOLE EARTH AOCKBS 
EMCLNfTAS.«l»944 ion 
NCCCOMPUfTRS 
ESCONDHX). AI9-747.2I75 
REAL OOMPCOMPUmS 
PAItPKLO.TOr'tlMTOI 
HOME OOMPUnNG CEKUt 
POUNTAIN VALLEY, 7 I4-M24M0 



HERBS DISCOUNT SOfTWARE 
PRE*«>Nr,4l5.7W714| 
THECOMPtTER EDGE 
HA YWARD. 415-417 SMI 
SOrrWAREGALERIA (CORPORATE) 
ICRMOSA BCA01, 2l}-)72-S44l 
SOrrWARCGAI^RU 
iaJlS4rjSA »F.A04,2t>-rM-«l79 
MICRO ( OMPtTER CONCEPTS 
IRJNTLSOTON Bf.ACH, 7 14^7^2 « 
CSNTUR V COMPUTER SYSTEMS 
LAMESA.«lMtt-5T47 
SOrrWAIRECENTRE WTU 
IJk MESA. 6194«I 50)2 
SUN COMPITERS INC 
LAOUNA HILLS. 7|4.«9»-l»12 



COMPLTERLAND 

LAKEwooD, iiyivynyt 

SOrrWARE StPER MARKET 
LAWNDALE.2I}-214|4I« 
SOrrWAREXTRA 
LOS ANGELE5, 2l)-)E705Si 
SOnWARE OUTLET 
LOS OATOS, 40i-}56-M1) 
SOPTSIiOP 

MENLOPARK,4tS )22 2t7| 
INPOMAX CXIMPLTERS 
Mfti>rrAS. 40* 243 906} 
SOfTWARE STATION 
MISSION V|£X>,714-J64-*740 
COMPtTERWARE 
MOOeSTO, 20» Sr 2277 

RARSOrrWAREASUCH 

MODESTO, 201521 tWI 
GOMPUrOWN 

MOUNTAIN VR!W,4IS-M4-U00 



RAPOPORT COMPLTERS 

NAPA. 707 .252.«72 

COMPLTERLAND 

NORTH HOLLYWOOD. SIS-74».|7f7 

INPOMAX COMPUTERS 

OCEANSDE,«IM1Ml 19 

CALCO COMPLTERS 

OCEANSDC, 619-777-91 57 

SOrrWAlREGALERU 

OILANaC,7l4-6)4 1532 

HOME CXIMPLTINC CENTER 

PALM DCSF.RT. 619 J46.999I 

COMPUSHOP 

PALO ALTO, 41 5-327-0520 

SOrrWAIRE CENTRE 

PASADENA. SIS-793 20M 



COMPtTERIAND 

REDOINO,91*-222'952} 
Pnorro* SOUND CO 
SAOUMEKTO, 9l«-n5-)117 
SOPTWAIRECEKTRE INTERNATIONAL 

SACRAMENTO. 916 925 )90« 



DATEI. SYSTEMS INC 

SANDIE00.6I9 565 I07t 

DUKRELIEP 

SAN DIEOO. 619-277.4020 

SOrrWARECTTY 

SANDIEOO.«i9-235-4)27 

COMPLTER ATTIC ' 

SAN FRASCISC0.4 1 5-3^-6390 



INFOMAX COMPLTERS 

SAN nUNOSOO. 4 1 5 J4t 5127 

pcomoNS 

SANntANCISa).4l5 54)4S43 

SOrrWARKClTY 

SAN FRANCnOO.4 1 S-Mt-IHO 

HOME COMPUnNG CENTER 

SAN LUISO»ISPO,iQ5-S41-<»|7 

DUCOLTTT MICROWORLD 

SAN RAFAEL.4I5-29MM0O 

SOfTWARE irr 

SAN RAPAEL,4l5-457-2l«5 
LEARNING TREE COMPUTERS 
SANTA ANA. 7I4-44I -0112 
SOfTWAiRE CENTRE 
SANTA ANA. 714^1 -Oin 
SOfTWAIRR GUILD 
SANTA BARBARA.IQMC24tSl 



COMPUTER ROOM 
SMERMAN OAKS. •lt-7tV«214 
MAST DtSCOLTTT SOPTWARE 
SHERMAN OAKS. SIS-96S-4I0I 
SOFTWARE SUPER MARKET 

siMi VALUEY. WM in nn 
ujLcnoHicArn 

STOCKTON, 20M7}- 1414 
SOfTWARE* SUCH 
STOCKTON. 209 957-7919 
COM SOFT COMMLKICATION 

SUNNYVALE,40t 7)5 9722 

SOF7WAIRE CENTRE UOL 

TORRANCIi.21V)7l.Ol5T 

MSE 

LRJUfl). 714-915- J27I 



COMPUTER lUVCN 

UPLAND, 7I4-94*.)M3 

SOFTWAIRE CENTRE INTt, 

L-PLAND,714-9M-»JII 

COMPUTERLAND 

W. LOS ANOCLES. 21) 399-176) 

COMPUTER EASE 

WALNUT CREEK.4I3 336-6363 

INFOMAX COMPLTERS 

W ALNLT CREEK. 4 1 i^V-OSm 

GARDEN OF EDEN 

WESTMINSTBL 714-RtMai 

COtX)RAl>0 

COMPLTER UNKACK 

•OLXDER. 10I'4M.444) 

COMPUTERLAND 

•OULDCR, 10)^19 9005 

COMPUTER crrv 

COLORADO SFRINOS. 1O)-f9l-l700 
CTTADEL COMPLTERS 
COLORADO SPRINGS. 7|9.S)1 -759* 
MAIN STREET SOFTWARE 
COLORADO SPRINGS. )0}4M-)0S1 

RENAISSANCE COMPUTERWARK 

OCNVER.10)-S92-1600 
COMPUTER ROOM 
ENOL£WOOD, )0> 7«9«n 
SOfTWAIRE CENTRE 
PORT OOLUN. 1O)-226-0n0 

MrRmcTRisiTivr, 

OR£fiJlY.)0) )3frl70O 
MICRO COMPt.TER WORLD 

Lrmj-Tos. )0) 9))^nti 

IIIGMCOI/VTRYCOMPLTERS 

Pt;£BLO. 719 5421544 

CONNFrTirLT 

SOfTOWN 

DAMULV. 20)-65$ 9623 

OMNI COMPLTER 

NtW LONDON. 20).447.|07» 

COMPLTERLAR OFCONNECnCUr 

NEWINOTON, 20)-M6'4550 

MICRO BAZAAR 

OLD GREENWiaL 20)47).aM0 

SOFTWARE ADVANTAGE 

ORANGE. 20l-fT7.2ll7 

SOFTWARE EMPORIUM 
lOUTH WINDSOR. 20)-«44-)4)S 
I W tmiC T H CIKrL'RY VIDEO STUDIO 
ROUTH WINDSOR. 20)-6««-M)5 
TWENTICTH VIDEO STLDIO 
fTAMPORD. 20)-)24-21 )4 
PROGRAMS PLUS 
TRLMRLLL, 20) )72-71«2 
SOfTWARE, ETC 
WALUNOPORD. 20) 2r-)*29 



SOFTWARE, ETC 

WATIRTOWN, 20)-274.92r 

forrowN 

WE5T HARTR3RD, 20)-2)2-2S26 
fOFTWARECmr 
YALESVRXE. 20)-2«4-Q540 
COMSTAT 
WASIIINOTON, 203 22VSS20 



FI/)RIDA 



CRAZY BOB'S COMPUTER WAREHOUSi: 
ALTMONTE. )Qft-2604362 



IRWD< INTERNATIONAL 

•OCA RATON, 40T-)MS9t I 

iOFTWARE UBRARY 

•OYNTON REACH, 1O5-716-2)0S 

MICROAGECOMPUTER STORIS,INC 

QJlARWATTJI.tl) 3)514)4 

RAY'S COMPLTTJl CENTBl , 

DAVe. )05.4)4 3740 

•OFTWARE PLUS MORE 

PT LAUDERDALE. )aM«6^29t) 

BYTE SHOP 

FT LAUDERDALE. )0$ 56)-0») 

SOFTWARE C:EliJlR 

FT LAUMJIDALE, 1O5-49)-5047 

SUNSHINE OlSCOUNT SOFTWARE 

OAV«svRXE.*M in-saof 

THE COMPUTER CONNECT 

JACKSON VLLE. 904 721 -22)) 
COMPUTERLAND 
JAOUON VRXE, 904-72I UP 
COMPUTERLAND REGENCY 
iACKSONVt±e.90l-72)-)722 
FCRIPtKRALVUION 
JENSEN BEACH. 10MF2499I 



BITDHur 
MILTON, 904 -62)-2S29 
RAI>1U SHACK 
NAPLES, ID 24)- ))03 
THEORCINAL RAINBOW 
NARANIA. VX5 24§-3t7l 

THE ORIGINAL RAINBOW 
CmAWV PARK 0rM.?7?.Mm 



CREATIVE COMPLTER CENTIR 

ORLANDO, 305451 -90(S 

THE PROGRAM STORE 

PLANTATION. 30J-474-05F5 

flOFTWARE SOFTWARE INC 

RORTANO BEAOI. )05-7t2 ]0B2 

lAMO SHACK 

SARASOTA SI 3-92) W 

HJCOtlNTDtiCI 

ST. PCItRSRURO. SI 3-3244)04 

COBIFUrni * SOFTWARE CONNECTION 

ST. PCIERSRURO. SI )-)27.22P2 

GEORGIA 
SOfTWARE. ETC 
ATICKS.40I 34) flM 

SOFTWARE CTTY 
ATLANTA 40«.422-9fl4 
MIDDLECEORGU ELECTRONICS 
OOLUMRL-S. 404)34-2090 
MOnXY SOFTWARE 
DECATUR. 40«-12t -10)1 

APPUEDCOMPLTER 
KCNNUaw, 40* -427 1 UO 
THE SOFTWARE CE.NTER 
MARCTTA404-9S0-1 14) 
SECOMPCOMFLTER DEPOT 
MORROW, 404-9SB-SIBS 



ilAWAH 

ACADEMIC SOFTWARE 
IIKjO.MS 9)5^2400 
COMPLTERWORKS 
IK)NOLULU, iOi-521 -ROOZ 
COMPUTERLAND 
H09I0LULU, BQB-S41 -09)5 
COMPLTERLAND 
IIUNOUJLU. MB 524 1 164 
DATA Pl.U« SYSTEMS 
lONOLULU. MB-944 1733 
DATAI MICROCOMPUTERS 
HONOLULU. l«-524-l 194 



SOfTWARE PLUS 
HONOLULU, SOS 5)7-)ia 
THE SOFTWARE MBRARY 
KAIOJAKONA SOB )29 7922 
OOMPUTER WORKS 
LIMUe,BaB^245-l975 

IOWA 

COMPLTERWARE 

AJhCS,515-2))-4ff7} 

BEACON 

CEDAR RAPHM, )l9-)4>4707 

APEXSYFTEMS 

DAVENPORT. )l*)24-0419 

CINARCO-ELLK3TOOMPUTER 

DRSMOMES, 515-244-1100 

COMPUTERS A MORE 

DeSI«HNES.SIS-27S-10)0 

SOfTWARE. ETC 

PORT OOOOC. Sl)-51»-1«9 

VALCOMCOMPUm 

0Trul4WA.5l54B«49«7 

MEYER'S APPUANCK 

WATERLOO. )I9-2)MSBI 

IDAHO 

TEAM EIXCTRONICB 

•oae.2aB->4s-)Bii 

BAfIC COMPUTER CENTER 

ioae.2flB-)i4-4342 

SOFTWARE CENTER 
R>A>«> PALLS, 2<S-S9-SB10 
DICTTAL DOOHICKEYS 
E>A>IO PALLS. 2aB-S244R9l 
SOfTWAIREGAl.ERlA 
K>AfK> PALLS, 2flB-5144«) 
SOFTWARE GALERU 
REXRURO,2fiB-)34-22l5 
RICKS COLLEGE ROOKFTORE 
TWm PALLS, 2flB-7)VOt41 
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ILUNOIS 

COMfUTEtUNO 

AJUJNOTOS HEMrrS, JI2-2»-4260 

sorrwAKRcmr 

ARUNOTON UTS, JlI-577 7SM 



KArPKl/S COMrtTU STOiE 

soKrwARtcrrv 

•UX>MISOOAlil. )l2-a9)4t4l 

OMNI Mirto 
•tTFAli)GRDVF..)l2 S30-1610 

comrvrAC 

CAltBONI>ALE.6)t 521 ttOO 
COMrvrCBOORNU 
CAKX. STREAM, )l 2490400 

lOfTWAiEcrrv 

CMAJ«>AJ0N,2I7 IM-Itti 
KEETIN* PACE COMPVmU 
aUCAOO.IUM^Ttl) 

coMnrrtRs n,ui 

CHlCAOO.lU'MVOnO 
CLCK'TZK.IMC 
CMICAOO.)l2'S«»lin 
CAMEtSrARADnC 
aaCAOO, )l^7t2-«726 

morowotLo 

OflCAOO, 112-1114100 
tOmWARI PLVI CHICACO 
CHK:AaO,ll2-21MBOI 

•orrwAiE,rrc 

OIICA00.1I2-M2-S64I 

tom*A«i,rTc 

ailCAOO,ll2-7t2P«2 

iom»A«E,rTc 

ailCAOOMEIOIfrS, )12-4«IS947 
AAMDVARK COMFUTEt SOTTWAftl 
CltYSTALLAKC.irS'4SS-2221 
COMrtTEKiAY 
DAItCN, 112-9100291 
CAMEKS PAtADISE 
DEKALI,IIS7tt46M 
COMrtTERTKEE 
EI>WARI>SVHX£. 61t-492-60«0 
COM rVTER CORNER 
eVAMfTON. 1 1 2-4 7$. 23» 
tVANSTON EDUCATORS 
EVANSTON, 1 1 2-«M-6t40 
NAilH'S.INC 
OALESBtKO. »» 142-7I77 
MIDWEflT INFORMATIOM tVffTIMt 
QLENDALE IfTS^ 112-1)1 T710 
rAMlLYSOfTWARE 
ORANfTl Cmr, • 1 1 §76 2 1 55 
COMrtTER SOffTMrARE fTORE 
HANOVER PARK. 1I2-«17-MQ0 

sorrwAREPU»%nBT 

HOFFMAN fSTAltS. 1I2-M4.70«0 

EDUUTIONALRESOL'RCEt 

ITASCA. 1J2-771.712I 

ENARLE 

LAKE PORtST, 1 1 2-214. 1 002 

LAKE SHORE COMrtJTERS 

LAMBARD.J12 916-I7r 

A iVTE lETTER 

Mli.ROSE PARK. 112-2)1.0077 

MIDWEST IN»X>RMAT10N SYffTCMS 

MOt'NT VERNON, «IS 244^1*1 

MICROAGE 

NAPCRVRXE. 112-414.0102 

ROOKS A RYTES. INC 

NAPERVlXE.112 7l2-0Mi 

SOrrWAIRE CE.NTRE, IJO". 

NOIUUDOE.1I2-4SV40I0 

GAMERS PARADISE 

NOmiRltOOK.112 )«44«10 

COMPISHOP, INC 

OAKLAWN, 112-499 1919 

ASOfTWARESTORE 

OW^ND PARK, 112-440O074 



MICRO RAM COMPLTER 
PrORIA.1094«2 20iO 

mk:roram complter systems 

PO)RtA. 109474 5991 
WARREN RADIO 
ROCXfORD.ItS 22901200 
ALPINE OlMPtTER CENTER 

ROOtrORD.Il) 229 9200 

LEARN-ARIT 

ROCXPO«),I15477.7«)0 

ROCK VALLJCY COMPLTERS 
ROLLING MEADOWS. 112 )91-IS00 
COMPLSHOr 

SAINT aiARLES. ll^9■«4n« 
GENERAL COMPVITt ITORt 
SatAlMBLRO. 112-5l9-97t0 
COMPLTER OLTTOST.INC 
SCHAtMBL'RO. 112'490-r20 
COMPLTER TLTOR 
SnUNOFKLO. 2I7-S2M79I 
COMPimCRUND 
SPIUNOFKLO. 2t7-744ltlt 
ILLINI SOfTWARR CEKIU 
STEAUNO,S15425S01S 



COMPLTERS PLUS 

VERNON HILLS. 112 t14-7000 



GAMERS PARADISE 

WDLNDEE. 112-428-2727 
SOFTWARE, ETC 
WICEUNO, 112 520-1717 

IN PI ASA 

SOFTWARE PLUS 
BiXIOM»NCTON,ll2-lJ9.l«21 
SOITWARE,ETC 
PORT WAYNE. 219415 7511 
BVTR EX COMPLTERS 
PORT WAYNE. 2 l941t49M 
T * H ELECTRONIC 
FT WAYNE. 2l9.4t2-21II 
W SOFTWARE 
0OSIEN,2l9 511O2l2 
COMPLTER CONCEPTS 
INOIANATOUS. 117-2177116 
GAME PRESERVE 
ISDIANAPOUS, 117.7t2.1)07 
INOY COMPLTER 
INDIAN AKXJS. 117.1S1-124I 

KELLY'S ofnct pRooum 

INDlANAfOUS. 1I744MBIS 
SOFTWARECALCRU 

INDIANAPOLIS, 117 2)1 IIW 
SOFTWARE, ETC 
INDIANAPOLIS, 1172)1 im 
SOFTWARE, ETC 
IN Dl AN APOUS. 117 S76-OU0 
SOFTWARE^ ETC 
INDIANAPOLIS. 1I74141710 

iorrwARE,ETc 

JASPER. •12-412-9)15 
THE COMPLTER STOR E 
kCRRRXVlXE. 219 71B. 1201 
GREAT SOimOS 
MUNCB, 11 7747-0910 
GREAT SOUNDS 
SaBtERERVILLE.219 122 1004 
CBMOOMPtTXRS 
SOUTH BEND, 219-214 7044 
Am COMPUTER SYSTEM 
SOimi BENT>, 219 2*71144 
BLR KAT COMPLTERS 
TF,RR£HALTE.Il2 2m4S6 
IIOOSIER ELE<TRONICS 
nfNER.2l9 916-t711 

MODLXAR EDUCATIONAL PROGRAMS 
WEST LAf AYETE, 117-741-4041 

KANSAS 

VONS COMPLTERS 

DOOOE cm. 116 225^11 

rASTt:RLINECOMPLTi:R CENTER 

DOOGEOTY. 116 227-1106 

D0D<;E CTTY OI-TICE E^jLIPMENT 

F.MPORIA.H6 142-0221 



THE COMPVnn GENERATION 

LAWRENCE. 911-B41 -IMS 
COMPUTER PLUS 
LEAWOOO.911-1414711 
•OrrWARECEffTER 
OVERLAND PARK. 9I1-649-SM2 
PERSONAL COMPLTER CEKTER 
OVERLAND PARK, 911141 -1777 

SOFTWARE crrv 

OVERLAND PARKS. 91 l-Ml ISl 1 
SOFTWARE, ETC 
PARSONS. 116-421 -«2 10 
PARSON'S OOMPimERS 
SHAWNEE. 91 Mll-TMO 

curroMOOMnrncRs 

T0PEKA.911.2114Mi 
COMPLTER PATCH 
Tt)Pf.KA,911 272 1111 
FIRST COMPLTER 
T0PEKA,911 272 1992 



WIULVE. WALKER* CO. 

wrrairTA.ii6-722-ii«2 



COMPLTER MARKET 
liXINCTON. 606 299-4999 
STANDFORD INFORMATION SERVICES 
LEXLNOTON, 606-299-4999 
STANDFORD INFORMATION SER VKTJ 
LOUISVRi^S0^421-161t 
CRA HAM COMPLTER CENTER 
LOUISVRJlE, )a2-«97-666B 
MERIMICSYFTEMS 
LOUUVRXE. 502-244 B411 

SOFTWARE cmr 

PADUCAIi 502-442- 1 191 

mtlSlANA 

MID VALIJEY COMPUTERS 

AI^XANDWA. llt-442^17 



DELTA COMPLTERS 
ALEXANDRIA, llt-442 1651 
NEWGENERATtONS 
BATON ROL'OE. SO* 767 1045 
NEWGCNERATKMS 
BAIOM ROUOe. SOt-STMTOO 
NEWCCNERATIONt 
BATON ROUOe, S04.«2S-MI1 
SOFTWARE SOLUTIONS 
aiAUiCTTE, 5W 277.*701 
SOFTWARE PLUS 
DtS MOINES. 515 2SJ-25I1 
MIDWEST Otncc 
OR£7NA,S04 191 1)49 
DISCOUNT CO MPITTR* 
IIARAIIAN.)0«7M 1919 



COMPLTERLANO 
KENNER. 504-4444110 
COMPLTER BASICS 
MA.NM- VRJJ^. yM -626 1200 
MICROLANDCOMTLTER 
MTTAOtE. 504-454-4400 
COMPTLXR SilOPFC, INC 
METAIRIE. 501 -454 4400 
COMPLTER SHOPPK 
hCTAOtE. SOI SS5.20nO 



JOStOEO>>irE EQLIPMENT 
MONROE. Ill 14)-4700 
PROGRAMS MJR LEARNINGS 
NATQirrOU ITS. lU )52 1955 
COMPLTER sr.RVKIJS 
NATa»mxilF.S, ll» 15219)) 



MASSACIftSF-TTS 



CC»mULCOMPLTER SYSTEMS 

BOSTON, 617-542-4)5) 

SOFTWARE CALERU 

BURLB4aTt)N, 617-271-2919 

SOfTPRO 

CAMBRfl>Oe.4I7-491 -2000 

THE SMALL COMPLTER COMPANY 

RAIT WEYMOUTIL 617117-5770 

DRWELCCrtONICS 

HA.NOVER. 617471 )191 

PERSONAL COMPLTER RESOL'RCE 

HOLYOKE. 41 1-511- 1766 

ORCIURD COMPUTERS 

LANESaORO, 4 1 1-441-4441 

AUXCROTECH 

MALOCN, 417.122-4100 

TERRAPIN INC 

NAT1CX.4I74S0-1I97 



CAMBRIDGE DEVELOPMIirr LAB 

WCLLESLRY, 4I7.2P4B44 
THE MCMOt Y LOCATION 
WEyrSPKtNaFSLD.4I1.73B-flOI 
SOFTWARE cmir 

WESrreOW). 617164^2010 
THEWHII 

WOBLrRN.617.9».)4)4 

MARYMNP 

RADICAL SOL UnOW 
BALTIMORE. Xn •411-79» 
SOrrWARE,CTC. 
BET1C9DA, 101 4S444II 
ELECTRONIC CUNIC 
OOCXEYSVRxe. 101 715-0006 
SOFTWARE, ETC 
COLLTklBIA. Ml -Wt-Ofm 

WALDORFCOMPtTERS 
PREDERXX, 101 49}-)200 

COMPLTERIANDOF FREDERICK 
OAmCR-SBCRG. 101 94« I ISO 
THE PR0<;KAM STORE 
OWINGS MILLS, 101 1414521 
SOFTWAtRE CEXTRI Vm. 
SL VERSPRINO. 101 -F»-30M 
GREETINGS AND READINGS 
WASHWOTOH DC, 30M2B-9m 

MAINE 
SOFTWARE, ETC 

BELFAST, 20T.11B.I410 
SKYLINCT SOFTWARE 
CARIBOU, 20T-49B-171 1 

MEMErrros 

LEWISTON, 207716.2440 
ELECTRONICSPECULirr 

PORTLAND, 20T-774Of741 
COASTAL COMPLTER CENTER 
WESTBHOOK, 2074)4-1 1 )) 
KAN DS ON COMPLTERS 
WFJSTBROOK. 207454 1155 
MiniKMN 
L-NnrO COMPLTERS 
Cmr OP NOVI, 111.14B'l)47 
SOFTWARE TRENOB 
DEARBORN, 111271 -2910 
MICRO WORLD 
DfJUtSORN. 111-591-1011 



SOFTWARE, ETC 

EAST DETKOrr, 11 1445.2«t) 

ENT 

EAST LANSING, 5l7.)12.ia»4 

EXECUSOFT, IMC 

ESCANAB A, 904.7S6.19I I 

TEAM ELECTRONICS 

PARMINOTONHiXS, 1I1-4B945S0 

RETAIL coMPirrri rvvni 

n INT, 111711 ■»•» 



lOSOTTWAHK 

PUirr.3U2)MiJl 

VO SOFTWARE 

PUNT,)l)-74i.»46 

I/O SOFTWARE 

<mAM> RAPDS, 616 777 1714 

iVTE SITE mMPtlTPR< 

ORAND RAPOI. 6 16-440 SBOO 

SOFTWARE cmr 

HOLT, S174M4S94 
COMPUTER CONNECTION 
BtON RIVER. 906.265-2S21 

MASfNTElPRISES 
LANSING, 517-lM -4401 
COMPUTER CONSICNMBKT 
UNOOLN PARK. Ill 1« 7701 
JOMARCOMPUTtRS 
UVDNIA.1IV47].'llfln 
CLASS COMPUTER 
MT.CLCMWS. 111-241-1910 
COMPUriR LEARN 
MUSKeQON.414.719.1195 
ADVANCED MANAGEMENT SYSTEMS 
NOVL 111.141-0210 
CEVTRAL PARK CDMrUR 

OWOSaO, 917-7254191 
C*C COMPUTERS 
Pl.YMOimL in 4511201 
COMHTERTIME 
PORTHLHON, 1114«7.7S»7 
AMERICA'S SOFTWARE PLUS 
PORT HURON. II 1417.7Sr7 
COMPLTER TALK 
ROaCSTER. 11 1451 2552 
COMPtTCITALK 

SAOI.NAW,3lT-fy^4S|4 

MOD- WARE 

SOLTHFIELO. 111-5994200 
MICRO STATION. INC 
SOUnVIELD, 111 5994944 

forrwAREcmr 

SOUniOATE. Ill- 215-01 01 

MICRO WORLD 

STTJU.ISO HF.IOIfTS. 111-141-1)47 

MKTROLINK 

WARREN. 111)714110 

COM MANDCOMP. SYSTEMS. INC 

WARREN. 111-751.1454 



MrNNF-SOTA 

RITE WAY COMPUTER 

ALEXANDRIA. 61 2-7624147 

E ARTHUR BROWN COMPANY 

BROOKLYN CENTER.612S6001 16 

ZIM COMPITERS 

BROOKLYN PARK, 612-5414421 

$06TWA»E.ETC 

BURNS VlLLE, 61 2-192-M44 

SOFTWARE, ETC 

OULETT(,21S-722-9202 

SOFTWARE, ETC 

SMN PRABtE. 6l2-94r7|6S 

torrwARE,crc 

BKN niARRE,6l2-94242S) 
SUCCESS COMPUTER CENTER 

EDINA.412499-1000 



SOFTWARE. ETC 
MANKATO.)0742)4111 
COMPLTER BAY 
MAPLEWO00.4I2 77a7161 
COMPUTER ADVANTAGE 
Ml.HNCAPOLU. 612 119^14 
SOFTWARE, ETC 
ROOCVUJE. 612411 2764 
COMPUTER PA va,LION 
ROSE VIXE. 61 2411. 179) 
RRST BYTE COMPLTERS 
ST PAUL,4I2 711-I241 

TRAM ELECTRONICS 

woRTHMoiDN. witnna 

Mt«Ot'M 
COMPLTER ADVANTAGE 

AL'RORA.4174714421 
SOFTWARE, ETC 
BRi)n.40i.MB470» 
SOFTWARE SOURCE 
BLUB SPRINOS.114^22B.79M 
AFFORDABLETYPEWRrrER 
BRENTWOOD, 114962-9100 
N4W PLAYINC-ALDIO * VIDEO 
CAPE GIRARDEAU. 114115. 19)5 
NOWPlJiYINC 
aiFJTERflELD, 114 512^22 



Fail/Winter I9HH 
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COSHtCTWC fOWT 
CLArrON.lUMlMO} 



florrwAicrrc 

OOLJUMBU. lU-MI-OI 2i 
COMrLTCRLAND 

OOUmtlA. 1U'44S-44W 



KANDALLf HOME COMPVntU 

M)EnNDANa!.tl«^l -1240 

SOfTWABKCmr 

KANSAS Cmr. I)* M)-4)1S 

•KANDfMART 

KANSAS art. •lt'4Sl'«010 



»om*A«K.rrc 

KANSAS Cmr. tt64514Sa 

THE •OTTOMl.JNECOMfLTTM 

KANSASCmr.il* 741 -«M 



ASSOCIATED DATA CKOLT 
ROIXA, )t4'M«-a)1d 
DATAPtO 

SWL»mA.lU SM-4ia7 
TGW SYSTEMS 
S«E5rON.lU-«7M770 
MID-VAlXEYCOMrVm 
SnUNOPCLO. 4 1 7 -MZ-iMO 



DATAtASE SYSTEMS 
STUXJIS.JU 725 JJH 
AVIDEorONSLXTAHT 
ST OIAIUJBS. 114 5)2*122 
SOmWARE CENTER 
TT LOt'tS,)t4-4)4))ll 

som*AREcrrY 

ST LOLtS.JU-MS^SOS 



Missrvxirri 

KOHLCOMrtTERS 
CLAJllLSOAL£, 601 427 2255 
COMfUTER CENTER 
OOLtMMJS.Ml }27 5410 
09TICE MANACEMEKr SVfTIMS 
JACMON.MI-Mr«00 



JAaCSON,«0IM»M000 
NEWCCNCRATIONS 
JACKSON, 601 't22^42 
NEW GENERATIONS 

RDGELAND. Ml -«57)7)2 

MONTANA 
SUNRELTCOMPtTER SYSTEMS 

RiXtNOS,40»452-67)S 
COMrtTER TECMNIOt-ES 
UVINOSTDN, 4<» 222^1771 
CUntMOOMTtTER 

notmt CAKOtlNA 
HART INC 

CHAJOjarTE. 70« ■ M*'921i 

sorrwARErmr 

PAYFmVLIiE. »»»-<24.55» 

ooMnmuiNc 

OAnONIA. 7M-M1 -RtM 
COMPinXt TECHNIQUn 
GftEENSKMO, 9 l*.2SM01l 



COMITTER ALTERNATIVE 
MICKO«Y,70» IM 2O40 
COMftTER ALTERNATIVES 
MICKOftY.7(N )2)«a0 
mat ntllNDLY COMPtTER CE.VIXR 
JACUONVIXe. •1*5777517 

•OTTWARE n,m 

itAl£K)H.»l9 7t2 11» 



NORTIi DAKOTA 



BLacnOfOGSUNLIMrTXD 
nCXMSON. 7« -225^5*0 



rAltaO.70l-277ltl0 



PtEMOfH-OmCE EQtnPMENT 

OMAHA. 400.551 4100 
SOmWARE DISC MOUSE 

OMAHA. 402 5514100 



BADIOSIUCK 

MANGHEJTZIt. M044MOOO 

WHTTE MOUm-Am COMPVmt. INC 

NEWINGTON, 605-4 »-n« 

NT.WJF.RSKY 
SOfTWARE, ETC 

•RJCX.201-477 16a6 
ALHNE ROOKS 
•URLtNOTON, «0*)a^ I *** 
GEMINI EKIXaPtlSES 
CEDAR KNOLLS, 201 -S«MMS 
VILLACECOMPVrER 
OCMY HOX, 60»424.t442 
GOLDEN HEDGE 
DErrroRD, <0*-«4S-771 1 



so*TWARE,rrc 

PAKFCLI>.20t-227l5«5 
CHAS MICRO SYSTEMS 
ISELIN,20l-2nilOO 
EKTRON SYSTEMS INC 
JFJtSEY cmr. 201 4a».J22l 
prvMlCROINC 
LALItENCEVILLe. 60*-7**.t2 1 9 
COMPUTER PRODUCTS 
LTTTLE SLVER. 201 ^SS-RMI 
COMPtTER DISCOUNT 
NOmff ELD, 60»-64MX)0 
COMPUTER ARK 
OCEAN. 201-4*1 SMO 
SOrrWAiRE CENTRE INTL. 
PAItAMUS.20t-«4S )414 
SOVTWAIREGALERU 
PrrrMAN.60»-5M-4U2 
COMPUrCtRUN 
P0M>lON LAKES, 201 4111004 

fomrAREcmr 



•irrrooMPVTERs 

SOMUtVlXB, 201 7254*20 
COMPUTERLAND 
SPMNOFELO, 201 -17*472* 
SIMPLEX 

VRINOFBLO. 2(M •7S5-2I45 
tlMPlEK 

TOMS RIVER. 301 KO-llOl 
ATLANTIC COMPUTER STSTEMt 
)l-7724155 



THE PROGRAM STORE 
WAYNE. 201 -7t^21*S 
THE PROGRAMMERS STORE 
WOOORRIX3E. 201 4»-l4Sl 

NKW MEXICO 
COMPUTER WORKS 
ALAUERQUE. 30M»49>S 
PAGE ONE SOrrWARR 
ALRUQUERQUE. 5054»-**»5 
SOrrWARE.STC 
FAIlMINaTOH. 505-l»-Tm 
•AUD-RATE UNLIMrTED 
LAS CRIXZS, Sa5-52)1«S5 



WEWHAMPSHIRg 
URANON. «Ol44Sn40 



sorrwAREcmr 

LAS VEOAS, 702-)«4-2)M 
COMPUTER HOUSE 
9AIUU. TO 1554*55 

NgW YOKK 

COM PUTERS WITH CLASS 

RAY SHORE. 5tft4&54l II 

SOfTWARE,ETC. 

■AYSI}e,7]S4114SS2 

ONEffrOPCOMPUTER 

RROOKLYN. 7IS4M-2S2S 



EKTRON 

•ROOKLYN, 7IS41fr4«46 
FOCUS ELECTRONICS 
■ROOKLYN, 7IS-7414)01 
SVSUT COMPUTERS 
BUFFALO, 7lMtM 1 16 



SOrrWARE,ETC 
OOLONE,SIS4S9-1500 
NORTH PORTY ENTERPRISES 
EAST ROaCSTER. 71*-24S4517 
ROSLINOOMPVITRS 
EAST ROaCSTER. 7l*-3tl IVM 
ROSLINEUCCTRONICS 
EAST SETAUKET, Si*-7Sl -2515 



SOPTWARE HOUSE 
njUSND<0,71SlS7-5522 

c i A iorrwARE centu 

njUSHMO.1li4«l-5*10 

sorTWARE,rrc 

FOREST HiXS. 7 IS-79141 1 2 



sonwARCconni mmNATioNAL 

OREAT NECK. 5t442*-5155 



IN THE CHIPS 
KINGSTON, 9 14 1)6-7121 
PCOnJE COMPUTING 
l«RIIICK,516-17*-2»tl 
BYTE SHOP 

X.5»*-17»-2»«) 



B,9U-57»-)6IO 
COMPUTER mOTR 
NEW YORK. 212 7644*40 



NEW VOItK. 212.2«7-7B*4 

sorTWARE.rrc 

NeWYOItll.21M154744 
SOrrMrARE,ETC 

NEW YORK. 212 52»4*tS 



sorrwARE,ETc 

NeWYORK.2l24fli4lS0 

THESOrrWARKCD. 

OSWBaO,)l5-MMM7) 

COMPUTER MTBCRATtDtVrrCMf 

PLATTSBUROH. 5tB-9«MSM. 

LEKTCKSOflWARE 

POUOHKCCFSn. *l4-2*7-74Q0 

COMPU MICRO 

STAIEN nLAND,7IS44B4««) 

COMPLTER PBOTLE 

WHITE PLAINS. 91444*^*00 

SOrrWAIRE CENTRE D*TL. 

WHITE FLAINS, 9I44B24606 

iOnWARE.ETC 

yONKERl,*l4 77*44*0 

ionrwARR,rrc 

YONK£IU,a 
SOPTWARE.rTC 
YOUKTOWN. 20544*4)17 

oino 

RADIO SHACK 
CEKTEXVILLE. 5 1 14)4-2IOe 
ELECTRON IC CONNEXIOK 
CEKIERVILLE. )1>4>» 1251 

soPTWAREcmr 

CINCLNNATT, 51)471 4440 
aNONNATl COMPLTER STORE 
CINCINNATI. 51) 721 4455 
SOPTWAIRE CENTRE LNTL. 
CLEVELAND. 216444.77 J7 
SOrrWAREGALERU 
CDIJ;MB(.V 614451 1440 



SILICON EXPRESS 

OOLUMBU S. 6 1 4 4 59 4607 
SOrrWARE, ETC 
DAYTON. 51)415*759 



SOFTWARE. ETC 

ELYRIA.216 124 2240 

KRISTYCOMPLTERS 

LOILAIN, 216 2774004 

PLTURETVONICS 

MASSUjON, 2I64114S47 

CHUCK'S COMPLTER CENTER 

MA YFIELD t»0»frs. 2 1*44*4420 

SOfTWAiR E t.ENTRE INTL. 

MEDINA,216 72) I12S 

COMPLTER SYSTEM SUPPLY 

kCOINA.2l*-72)-«*2* 

RAM-RUN COMPUTER PRODUCTS INC 

NORIM OLMSTED, 21*-7)44755 

SOrrWAiRE CENTRE INTU 

PATASKALA. 

•14427 ■•SSS 

SILICON EXPRESS 

SAND(;SKY,41*42540») 

MICRO COMPUTER SERVICES 

TDLED0.4I9 )il 1641 

MICROCOMPUTER SERVICES 

TOLEDO, 4 19475 )M4 
SOrrWARE,ETC 
TROY.5l>-))54S«i 
ELECTRONIC CONNEXION 

XENIA.511-)7»4)4« 

OKLAHOMA 
WX ELECTRONICS 
•ARTLUVtXE. *1S-1)5-1744 
MICROAGE COMrUTSa STORE 
DUNCAN, 405-2$5-22)4 
MncrSSATELLJTS 
Ot;YMAN,40ft-))B-S026 
COMPUTER DECISION 
MOORE, 405-7*)466) 
COMPLTER UNLmiTZD 
OKLAHOMA OTY. 4Q54«^20Or 
INFO 1 COMPUTERS 
OKLAHOMA OTY, 405-*4^7r«• 



MrarrroMPi*TTRs 

OKLAI K>MA OTY, 405-751 -ITBI 
ON LWl COMPUTERS PLUS 
OKLAHOMA OTY. 4O54M4S0t 
SOrrWARE,CTC 
OKLAHOMA Cmr. 4a5440-23l I 
SOmVARE.ETC 
SAFULFA.91S-2M-7M 
SlKrKX,INC 
1ULJA,*lt464 7575 
COMPUTER WAREHOUSE 
-TULSA,*!* 744 CS» 

snrrwABrrrTY 

TULSA,*lti6)5454 
ORKGON 

tnffTWAtr.rrr 

BCAVERTDN, 50541*-7))l 
SOrrWAIRE CENTRE 
COOS BAY. 90»-2i*- 1*42 
FRANKS COMPLTER CENTER 
EUae)«.50}-)45-l022 

ctescrr SOFTWARE 

XLAMMATH FAl J5, «1-S*2.*«n 
MNKUAOL LU.Vir L I LK y I UKK 
MFi>K)«>. SO) 77) 9B6I 
MICRO WORKS 

kCDPORD, soi-rn-MOi 



R * S SOUND « COMPVTKaS 

PORTLAND, SO)-24*-17» 
RCIUBOTICS 
PORTLA.SD.50)24I 2500 
PP.^V^YLVA'^HA 
fTEREOKLHO 

SOFTWARE crrv 

ALLfNTDWN, 215 26*^ ISM 
ORMRRAL COMPUTER CENTER 

■BINU. PARS. 4 1 2454- 1 TH 

sonwARRcrrr 

CAMP HEX, 717-7*>4I91 
GENERAL OOftlPUTER CXWrCR 
DOWNINOTOWN. 21 VMB-108S 
DOWN DiCTOWN OOMrUTRRS 
DREXEL HILL. 21S4Z5-7BRS 
BASIC OOMFVm fYTTRMS 
UNO OF PKUIMA. 21 V)TT-2)B0 
BRIWAtL 

LANCASHR. 7|7-S«i»-IB*S 
CRNRRALOOMPLTER CENTER 
LANGHORNE. 21 5-757 7**7 
SOFTWARE PLACE 
lANOMORNE. 2 15^757 5555 
SOFTWARE PLACE 
MONROeviLLE,412 )7)-)207 
SOFTWARF^rrC 
MOOStC 717)47 4050 
fOrrWAREGALCRU 
PTTTSRUROM. 2 1 54274000 



PfrTSRURaH.4t2411 4000 
NATIONAL COMPLTER PROOtXTS 
PrrTSRUROH, 4 1 2-765- 1 5)0 

sorrwARE.rTc 

PLYMOUTH hCETWO, 4U-2)24S<n 
GRHRRAL COMPUTER CENTRR 

B.2I542I4 

MMPUTER^ 
i>.7l7-TU.SQBa 
CCNtRAL OOMPUrtR CKITTTR 
STROUDSaUOO, Sl4-2)7-)444 
GENERAL COMPLTER CENTER 
TAMAQUA. 717414-45S7 
GENERAL COMPUTER CENTER 
TANTCRSVILLB, 7I744B-15*5 
CAMPt ELL COMPUTIR 
WARRRN, 71742*471 1 
SOrrWARE * STLVF 
WEST a«57U», lis 141-5254 
GENERAL CXIMPLTCR CENTER 
WKJt£S»A«R£. 1I542>-S*77 

CfNRRAL COMPLTER CNETIR 
W UUUBARRE. 7 1 7 425454S 

RHODE tSt.ANP 
GENERAL Cf>MrtTER CElCTEa 
B AMUMXTON. 7 1 7.7«440i* 
SOfTWARK WMOLRSALRRS 
WARWICK.4BI-MS-1410 



GREENVRXe, 401 -71B4Ba0 



SOUTH CAROLP^A 



SOUTH DAKOTA 



RUSH ELCTTROMIC*. INC 

CHATTANOOGA. 61 5-7*4-01 01 
COMPUTER SHOP 
KNOXV|iJl.*l54*»«3t 

ranvrn computer, inc 

knoxvrxe. *i 5-sb64m5 
mcsdm: 

MAOUON.*l54a»4*OI 
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OOMft/TEatHOr 

MAIIVV1XE.*IM»-*0IS 
NATIONAL SCHOOL ntODUCT* 
MAIt YVUXe, « 1 5-M«)M0 
WILKINSON CONCtm 
Mr;MPIIlS.6l5-M2-«701 

GAMES 'N-GAOCrri 

MEMPHIS. Ml Ml^)*! 

som»A»e.rTc 
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FOR ORDERS ONLY 

CALL 

800-344-7448 (U.S.) 
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PO BOX 4*6 COA«S£G<X0 CAWeM 

FOn FASTER SEAVICC CAU. 800-344-7448 



rOR CtSTOMER SERVICE 

CALL 

209-683-68S8 
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SIERRA CATALOG ORDERS 

PO BOX ««S COARS£GOL0 CA M«14 

FOA FASTER SERVICE CALL 800-344-7448 



Total M«rchan<liM 








Shipping and Handhng 




TOTAL PAYMEMf 





OftOEREOBY 



OayMw nwiMiMquMd tor cr*da card or«MM 



C«y 9mm ZipCod* 

SHIP TO (ft dmmmnt from aibov*) 



METHOD OF PAYMENT 

D Ch«ck/Mon«y Qrdar (payaDtt lo Siarra On-una. (nc ) 
G Vim : . MaatarCarO C Amancvi Expraaa 

I M I 1 M I I I I M I » n 

*~^'*^ DD/ on 

Expiration Oaia 



Authonzad Stgnatura (raquirad tor oadN card ordart) 





U.8. artd Canada 


FREE tNpmam for prapMd ordart (pMaaa chack ona) 


US Maii(PO Boxat or Canada) UPS 


For fABTBfi mrvtcm (US on»y) or COO add $4 00 


UPSPnorfty(9fwn«rf««<r«n( ) 


COO (NoCOD onordar«iaaai»^t3600orooiaidaUS) 



OutiMt m> U.S. ifid Cfitdi 
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Otf tMM ZipCod* 

THANK YOU FOR YOUR OROERI 
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Sierra Newsletter 



NEW PRODUCTS! 




King's Quest IV: The Penis ofRosetta 

Wich over 800,000 copies sold. King's 
Qucsl is the biggcsl selling graphic 
adventure scries ever? Now, Sierra proudly 
presents a new King's Quest, and Us bigger 
and better than ever A virtual army of 
artists, musicians afid programmers have 
combined their talents to make Kings Quest 
IV a truly incredible experience you will 
have to sec to believe. 



SMLarrk 








Space Qu«»t III: The Pirates of Pestulon 

Get ready for more satirical space hijinks as you 
follow the adventures of Roger Wilco! In this 
epistxle. Roger attempts to rescue the Two Guys 
from Andromeda, who have been captured by the 
despicable pirates of Pestulon. It's the funniest, 
silliest and most visually exciting adventure yet in 
the Space Quest scries! 



Manhunler: New York 

Thi.> dark and foreboding talc of 
the future is full of excitement 
and suspense. Step into the role 
of a Manhumer; a spy and assasin 
for the conquenng aliens thai 
have overtaken the planet Earth. 
Manhunter is an engaging 
adventure game packed with 
thrills and chills. 



Leisure Suit I>arry Goes Ivooking 
For liove (!n Several Wrong Places) 

America's well -loved nerd is now going 
on a nightmare vacation in an exotic 
paradise guaranteed to tickle your funny 
bone. 



Gold Rush! 

Relive early American history in this exciting 
adventure game set in the Gold Ru.sh days of the 
mid-1800's. Start your trek in Brooklyn 
Heights, New York, and head west for the gold 
towns of California. Travel over land, take a 
steamer 'round the southern cape of South 
America, or even take a short cut through the 
Jungles of Panama. 




F aim inter 1988 




Police Quest if: The Vengeance! 

Police Quest is one of the most original adventure 
series in computer history, with authentic police 
regulations to follow and real life situations to 
encounter. Police Quest II lets you experience life 
as a homicide detective as you track down the 
escaped convict -The Death Angel! 

Silpheed 

A classic action game that transcends state- 
of-the-art. Silpheed is Sierra's latest import 
from Game Arts of Japan, the creators of the 
bcstsclling Thexder. Silpheed features 
advanced animation, visual effects and a 
complete soundtrack with nine original 
music compositions. 



The only source for KING'S QUEST IV HINTS! 



THE OFFICIAL BOOK OF KING'S QUEST"^ 
DAVENTRY AND BEYOND! 



The Official Book of King 's Quest - Daventry and 
Beyond is the perfect collector's item for all King's 
Quest fans young and old. Packed with informative 
histories, detailed maps, and helpful hints to each game 
in the King's Quest series, this is the definitive book for 
adventure game players. 

Special features include: 

■ The making of King's Quest IV-- an insider's look at the 
creation of Sierra's grandest adventure game ever! 

■ Hints for the entire King's Quest series -including King's 
Quest IV! 

■ Complete score charts-discover the secrets to gaining a 
perfect score on your favorite King's Quest game! 

■ Answers to the most frequently asked questions about the 
King's Quest series! 

To order your very own copy of 77?^' Official Btntk of King 's 
Quest, turn to page 30 or call : 

1-800-344-7448 



the 
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foreword 
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